Boardmaker Software Family 


User’s Guide 


Version 6 


aR 


BL 
Oi 
SO 


Q? 
Mayer-Johnson 


The building blocks for learning 
and human expression. 


Trademarks 
Boardmaker and Speaking Dynamically Pro are registered trademarks of Mayer-Johnson LLC. 


Picture Communication Symbols is a trademark of Mayer-Johnson LLC. 
RealSpeak is a trademark of Nuance Communications, Inc. and or its licensors and is used under license. 


Windows is a registered trademark of Microsoft Corporation. 


Internet Explorer is a registered trademark of Microsoft Corporation. 


In accordance with copyright law, the manuals and software may not be copied, in whole or in part, 
without the written consent of Mayer-Johnson LLC 


© Copyright 2008 Mayer-Johnson LLC. All Rights Reserved Worldwide 


Mayer-Johnson LLC 
P.O. Box 1579 
Solana Beach, CA 92075-7579 
U.S.A. 


Phone: (800) 588-4548 or (858) 550-0084 
Fax: (858) 550-0449 


Web: www.mayer-johnson.com 
E-mail: mayerj@mayer-johnson.com 


Please refer to the End User License Agreement (EULA) for the Boardmaker Software Family 
available at http://mayer-johnson.com/eula/bsf_v6.htm. 


Nuance Communications, Inc. RealSpeak™ License 


1. License Grant. Mayer-Johnson LLC. grants to End User a non-exclusive, non-transferable right and license to use RealSpeak on a 
single copy of Speaking Dynamically Pro. 


2. Ownership of RealSpeak. End User acknowledges that Mayer-Johnson LLC and its licensors and/or suppliers retain all right, title and 
interest in and to the original, and any copies, of software which is incorporated into Speaking Dynamically Pro. Without limiting the 
generality of the foregoing, End User agrees not to: (i) modify, port, translate, or create derivative works of the Speaking Dynamically Pro; 
(ii) decompile, disassemble, reverse engineer or attempt to reconstruct, identify or discover any source code, underlying user interface 
techniques or algorithms of the Speaking Dynamically Pro by an means whatsoever, or disclose any of the foregoing; (iii) knowingly take 
any action that would cause Speaking Dynamically Pro to be placed in the public domain. 


3. LIMITATION OF LIABILITY. MAYER-JOHNSON LLC AND ITS LICENSORS’ LIABILITY TO END USER FOR ANY CLAIM ARISING 
UNDER THIS AGREEMENT OR OTHERWISE ARISING FROM THE TRANSACTIONS CONTEMPLATED HEREIN, REGARDLESS OF 
THE FORM OF ACTION WILL NOT EXCEED AGGREGATE FEES ACTUALLY PAID TO MAYER-JOHNSON LLC DURING THE ONE 
YEAR PERIOD PRECEDING SUCH CLAIM. 


4. CONSEQUENTIAL DAMAGE. IN NO EVENT SHALL MAYER-JOHNSON LLC OR ITS LICENSORS OR SUPPLIERS BE LIABLE FOR 
ANY SPECIAL, INDIRECT OR CONSQUENTIAL DAMAGES, INCLUDING, BUT NOT LIMITED TO, LOSS OF REVENUES AND LOSS 
OF PROFITS, EVEN IF MAYER-JOHNSON LLC HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 


Table of Contents 


Introduction 1 
System Requirements: ayss0cuc0s awe dae y Reta daa eae Akad CaO eed, Had en ERD AN eee A ed 2 
Where to Get Additional Support 2.0.0... ccc ett net n cnet eee e ees 2 
Program: Window ata Glance ie. deeded eea iPad bd BERL A eas dD Raves, 4 Slated, SRE RE es DRAM DK Be 3 
Symbol! Finder ata Glance eei sensos eead HESS aa Bhs EEA whe AA POCA RES Ve CEA GA eR EE Eas Es 4 
Exploring the Templates and Sample Boards ............ 0.0 cent teenies 5 
Working with AdaptedLearning.com .. 1... 6... teen tence tenet e eens 8 
Basic: Mouse Skills eis Terie perii mnia a ed 3 br Deel whe A Dien bee ee OR Deed PRS 12 

Chapter 1 

Building a Board and Working with Its Appearance 17 
Chapter Overview. 42.4545 Haha ee de ee nee Grebe dad r ae a aa E een a E a 17 
Setting the Correct Paper and Board Size 2.0.0... nunnan 18 
Creating Multt-Page Boards: oe .4¢ e484 ges eee ee nee ceed P54 Rad ee ae ALD ee ea 21 
Working with Multiple Boards 2.0... 0.0... cc eee ent teen eben eens 23 
Resizing a'Board’s: Window 2 iss2c0% dcancec nag ds cus ee ave bens Seon bd kaa D aw es adam edee Selden 24 
Creating a Grid of Button pscs cack caw bones Caw Esa SEESE PENR REGS OES bane ee ood bee o 25 
Adjusting the Button Gap Spacing 2... .c.00.6 cca eee dea ae da eae bese dees bed Pensa dened acbeebes 27 
Changing the Board or Button Background Color ....... 0... cece eee ene nes 28 
Changing the Button Border Thickness ... 1.0.2.0... ccc cette tte nen seeiis 28 
Invisible Button.Borders: 4.3.3 a.4200et.eddsncbiasedes berane ianei bonnie ie dsour beseedad be been: 29 
Changing the Button Border Color 2.2 sicc.0 eiaiccdanita yh Sees daws gine OLDE DL ARON OE ER Daa 29 
Changing the Button Shape. ...ec asa b css bc kee bed inip o Tiir heed ede IEPS REEE ET rE EET tae 30 
Drawing a Line e.s0 ice eae bacale ee aaa teaalba awed td E Ea AE ou dD Raa EAN ERE DR AG elders 30 
Applying Dashed Button Borders ... 0.2.0.0... cence cnet ence nent n ees 31 
Applying: 3-D Button ShadowS eser penetrinte pte ck ald sw La FR ADE bee eed glad Pa At 31 
Clearing a Group of Buttons 2... 0... at tes oru ano EG ENGSTE EEEE a 32 
Drawing a Freeform Button ses s04.2s5 480.44 tase ane aa wees Sante han be San OE EEEO E ERA OEE ES 32 
Drawing a Polygonal Freeform Button ......... 0.0.0. teen t teen etn n ene 34 
Drawing a Button with Straight and Freeform Sides ..... 0... 0. eee ete e ene 35 
Creating a Regular Polygon from a Freeform Button ...... 2.0.0... cece ete nee eens 36 

Chapter 2 

Working with the Symbol Finder 37 
Chapter Oy Ct vA W oe As nnee tees tops cis ace a tac ws ge Sates ett acs TEE nye basta ents Gesu eee GURE a nea nett eal 37 
Searching for SYMBOlS i-re es eene e a a Ma eh a a eee Pee ee a Dees 38 
Searching for Symbols Using Categories 21.0.2... 0. cece ccc tent tenet tenn n eae 39 
Copying a Symbol to a Button «0.0... een nee eee ete e beens nee ererenenes 40 
Copying a Symbol to Another Program... 1.1... asanare rene 41 
Adding a Symbol to the Symbol Finder ........n nunana nannu 41 
Using the Alternate Symbol Names Menu ........... 00. ccc cect tee e nee ene 42 
Making a One-Time Symbol Name Change ........ 00... cece eect ener t nett e ne eae 42 
Adding or Editing a Symbol’s Alternate Names .......... 0... cece cette teen e nen nena 43 
Setting the Symbol Finder Font Size 2... occas bee Ge awe bed ee Bde Eee a ee De bt eas 44 
Using Different Languages with the Symbols .......... 0.00. cece ect ete nn tenet eens 45 
Selecting: a Search Category . 4.446.480 acss dene es Eees veiw bee ede bebe dened Bane ey Ree Rew 46 
Working with a Category Search ... 02... eet tte t nent nen ne nee 47 
Assigning Categories toa Symbol... 0... 0. eect tnt nee nee ete n eens 49 


Creating Your Own Symbol Category 1.0.0... cece ect tent nt e tenet nen n eae 51 


Enlarging the Symbol Finder Window .......... 0... cece cence tenet beeen ete e nee 
Selecting the Display Option for Symbol Names ......... 2.0... cece eect ete eens 
Selecting the Black & White Color Libraries ... 0.0... . . ccc ccc ent e nena 


Chapter 3 

Working with Button Text 
Chapter Overview 4 cdiee gid had da bebe bb EPESOES EE E EEE boa ede nd dade baad 
Adding’ Text with the Text Tol -ssiri oc .dad <n shad Sa eh ce kit Raa es Rea, aed dt een Oe Se R ee 
Repositioning Text Fields ccc circ te ee 8 GRO Ca srt aa eC eee Rou Heed EEE Soe se es 
Editing a Symbol Name with the Text Tool 1.00.0... eee eteenne ete e eee n eee 
Changing the Text Colt «..ec33 ceca ned baw teee eee bas bees PETIG VEETEE ER EEE EE dango ds bees 
Setting the Font; Style and Size... ea secew Pack eevee vate hae E Weds pa a beats E A Dee a 
Changing the Text Justification 2.0.0... keene e ett EEEREN Fa 
Changing the Text Settings on Multiple Buttons .... 00... 0... eee tnt tence ene 


Chapter 4 

Working with Symbols on a Board 
Chapter Overview -..42/.00 tees gas BY Dasa eee Aaa oe ea es Deas DES eed Dees Sedan Dee 
Replacing a Symbol on a Button «2... 6. een e cnet teen eben eens 
Adding an Additional Symbol to a Button 2.00.0... octet nen eens 
Resizing and Repositioning a Symbol ... 0... 6... need teen eee n ene 
Using a Portion of a Symbol (Marquee/Lasso) ...... nunn 0. ccc eect nen ene ne nee 
Clearing Symbols and Text from Selected Buttons ....... 00... eect teen n ene 


Chapter 5 

Working with Symbolate Buttons 
Chapter Dy erview ssscerspserpnda t apace po aetna tate Som tae aa Racha es I REE yet os end atnac EE AS 
Creating a Symbolate Button»... 0... inet nent E eee n ene e nee 
Editing: Sym bolate: TER: praene en a ig lb opup les danse EEANN EEEN AEO E EES cadena app siete spp nasa EE 
Changing the Symbol for a Word-Symbol Pairing ......... 0... cece eee eee ene eee 
Making New Word-Symbol Pairs ....... 0... eee cee een ene e nen tenn eae 
Changing the Default Word-Symbol Pairing... 1.0... 0... eet ene nee n eens 
Changing the Text for a Word-Symbol Pairing ...... 00... 0 eee ct e ene ene e eens 
Changing the Text Position serie iiese dagen ds eno dete bbe ehd dee doh dn eed ee bedded eed eis 
Adjusting the: Button Border ss siiin sesi p ioe ie eet spe eck peut ele pepe bpp cde area wipe aE kinase bas 
Changing the Font and Symbol Size ... 1.0... cen ene tne e tenet eens 
Setting the Button’s Symbolate Properties 2.1... 2... 0... eee etten een ence nee 
Read with Highlighting Action o+...00$s.040 josh bendy beta eed Coe de epee ote dad bbe oe 


Chapter 6 

Working with the Board Layout 
Chapter Overview cc sice ice deaad a hehe alte he the Geen SRE aloe aia 
Resizing Buttons and Graphics s. sss pos sinasa me messin Kaa Sip e aara Eia Ea A EE TERAS 
Resizing Multiple Buttons scsi ieena ccc ed ba de a a aa ee ee ee eee 
Swapping Button Content and Appearance ....... 0... eee nt nent e een ens 
Shuffling Buttons. ....5 cic pcan Gece Dea ane A oa ante A oie a ea Rae ae 
Anchoring Images and Symbols on the Background ........ 0.0... cee cece ete eee 


Chapter 7 
Working with the Paint Tools 


Chapter Overview cerre pormestari TEE ECE EEEE E bee OR eM be De eee ee 


Paint Tools-ata:Glance:. cei tered ieiet dade bbe ebb coed hha baa deen neha eee Goh 
Important Paint Tools Information ........ 0... eee eeaeee 
‘Transparency Color: ssri d siecon canon tae hoe E e a teense eRe SA A een 
Pointer Rool orere Enan E tanta ealain Schon ch datas apiausuaah E EREE gin, Seeomsdin E EEEE 


Flip Horizontal Tool and Flip Vertical Tool ........ san eee cect teeter teen nee 
Rotate Tool ..22 .64.ne ante oe Ghd done bn nhnd eed ehodeaebeatie bo pied a a 


Chapter 8 

Adding New Symbols or Photos to the Symbol Finder 
Chapter Overview. ss ecceiw tersi rero Cuar ed Aeon PEE A AE ee eR OL ATR eRe 
Importing Saved Photos or Graphics ..... 0... eee ent nenn etn e nee e eens 
Copying a New Symbol from a Button ....... 0... cette tte n eee eeees 
Naming and Categorizing New Symbols ........... 00. cece een e ene e tent nee enes 
Deleting Your Custom Symbols .......... 00. eect n nen ete eens 
Tabrary-Organizationl 253.5425 pack ep kong ees e Petar Se an eh tac a a Does Bees Hae Re aaa te gable 
Using Drag and Drop to Add Images .... 2.0.0... unnn 
Dragging and Dropping Images onto the Board Background .......... 0.0.00. c eee eee eee tenes 
Dragging and Dropping Images from a Web Browser ......... 0.0.0 eect cece eect eee eee e ee 
Dragging Images into the Symbol Finder ...... 0.0... . cece ccc teen ene ence eee 
Dragging Multiple Images into the Symbol Finder ... 0.1.0... 0... eect eens 


Chapter 9 

Preparing Your Boards for Printing 
Chapter OVeErvieW. ss riroricio teenin rvoe or E854 Co aSR Ea a eS BOE ee Saeed ee 
Printer Considerations: sessie ep 8 apes da ae bedside p tote eGo weudauees bad de eae eens 
Checking the: Print Layout 004 .ce045 o4.aveevas be lave ees ah ona ines TECEN daw Ewes eee 
Setting the Correct Paper and Board Size 2... 0... ect tt ett n ene n eens 
Using Print Preview 3..¢005 .e605 e884 aoe 4 WSS AOE PETERE T ERE Pa EE ee ae Ga ee a 
Print Quality sese sassea etna caste truto dan aE E PAM EE YR AG AERA dw eagle a Whee Daten E emo alee 
Printing a Board ona Single Page .. 0.2... eee ttn net n eee e eens 


Chapter 10 

Making a Board Set 
Chapter Overview? fs diccccnigeetcatais deta aig nE RR dus sues ea OE T E EE DSE E NEEDE ANRA 
Design Considerations 4.25444 5642403 ni e biia bata bee ddd nthe de beh de 
Mapping Out the Boards and Links ........ 0... cece tenet etn tenet eens 
Creating a Main Board cremicstgenni ieai ne bua eens Dae soe ota eA oS 
Creating Separate Folders for Board Organization ......... 0... c eee eee e nee eens 


Chapter 11 

Assigning Basic Button Actions 
Chapter O) 1 ap lh) ae oe ee ee eee ee ee ee ee eee ee eee E E ere ee 
Button Actions: at a Glance cis ca bad eae ees bes eae ds ae Me ee 
Acton Cate SOMES -syig Bina Ghec eee aed es, Ghd Ea igs and: die ace aieglavacbsh T EAR R gir ANNEN EEA 


Basic Button ACHOnS: s meee toea bbe de thd deed bbe i a EE E deer haces GaP heed 
Making: 4 Button. Speak ss srap sas echt ta tie ests ack guns Sake bobs ack a hoa by balck Benes Bika akan blak 
Making a Button Play a Recorded Message ......... 00. c eee cee tee ett eee 
Making a Button Play a Saved Sound ......... 0... ereen euna 
Giving a Button a Spoken Preview ...... 0... 0 cee cece ene ene n bene e eben eens 
Giving a Button a Recorded Preview ........ 0... cece ete cnet net e een ene ens 
Adding a Preview: Display’ ceesti ave tera p wide Sadie Ae DS eee Be eh a E e at 
Changing a Button’s Text Preview serio 0... ccc eet nent tnt nent e eens 
Editing a Button’s Assigned Actions ....... 0... cece cect tn ent t nett etn n eens 


Chapter 12 
Linking Boards Together 


Chapter OVervieW socero stiro FOSSA Ve Ea EERO EEEE SE SE Oe Sa ea ee 
Linkime Boards Together As syncs) nine dd erp ea betiGhacsspeag bh ead ates DORM SoS Tae SG 
Adding a Button Link to the Main Board ...... 0... ec erare renee 
Adding a Button Link to the Previous Board ....... 0... eect ett enn enn e nen n eee 
Linking Specific Boards Together. 2..¢i25 5005 so ecg ube bee std eee ESO Eee Sb Pe eed nee 
Navigating Board Links in the Design Mode ........ 0.0... ccc cee cnet cette ent t eee n nee 
Board Change Indicators soe i406 os crisscrisr rtis See A Gee LAG eae ea Seana ee eae EEE ees 


Chapter 13 
Using a Message Display with Text 


Chapter OvervieW 4.6864 redko ttur S Tiar TEP SEEE SEES SEEI ACR AOE ENE S ORE EL SE SCR 
Adding a Message Display and Setting Its Appearance ........usssueuuuur urere 
Making a Button Type a Text Message .... 0... eect ene beeen nee 
Adding Simple Message Display Controls .........0.0 00. ccc ete ene e nent n eens 
Message Display Actions... o0-c3..6 3-044 060500 6a see oa ORGS OEE PEE AwEe a4 Pea ee cee reas 
Changing the Message Display’s Settings ........ unnn ccc ett t beeen nee 


Chapter 14 
Using a Message Display with Pictures 


Chapter Overview: creeer eee ee bd eee ati ee eee ee dita an eS 
Placing a Picture into the Message Display ......... 0... cee eee een e teens 
Uniform Line Spacing - Pictures and Text ...... 20... ccc ncn nen tent n eens 


Chapter 15 
“Use Button Text” Boards 


Chapter Overview: f.4s.isaw totes athe ae ep ees Sa OE Oe ee ae He Wn ee 
Creating a “Use Button Text” Template Board ... 2.0... . ect eens 
Actions that Can Use Button Text sus secies sae based ee bese bee S Cade See eee eee 


Chapter 16 
Working with Movable Buttons 


Chapter OvervieW. a..6i03 66684 tess k Eri EEE AE ROE Si ea He A eS Sa eae 
Showing the Movable Button Tool ......... 0.00. cc eee PARE EARS EADE EPR 
Creating Movable and Destination Buttons .......... 00k tent t ene e enna 
Editing Actions for a Movable-Destination Button Pair ...... 0.0... cece nett ene 
Setting a Movable Button to “Snap Back” «0.0... arenen nnna 
Setting a Movable Button to Clone Itself 2... 0... tcc n teen ene 
Centering a Dropped Movable Button ... 0.0... 00. cette teen nee nee 
Changing Button Types: nese xy cas ge Datari T eh ad Dek PRE Oa ON Se LEE A a a 


Scanning and Movable Buttons ....... 0... eect etn erreren 
Limitations of Movable Buttons with Scanning Access Methods ........... 0000: cece ence eee ees 


Chapter 17 

Working with PopUp Boards 
Chapter Overview cresi cus caraded aw Sanaadetuns ace E R aedued acnasesk amine E EEN EA OEE RAE 
Creating a PopUp Board) i... cc. ccccea oak stenet bene aE EEEN eae a ea Gee eae ee ee 
Using PopUp Boards with a Message Display ........... 00. ccc ccc ntneee nee ees 


Chapter 18 

Working with Quick Action Buttons 
Chapter OVeIVieW> «2.0.00 c000 pevans Shue deed eae DRAG eDeEa ee eke taeda eau whe dapat eee aad 
Working with Quick Text Buttons .. 0.0... cece nent eee e teen ees 
Creating Optional Quick Text Control Buttons ....... 0... cece ee ee etn e nee nes 
Working with Quick Picture Buttons... 06... een eben eee e eens 
Working with Quick Record Buttons 2.1... 0... ccc tne EENE SADES EASi 
Adding Quick Day, Quick Date, or Quick Time Buttons ....... 00... cee cece eee eee ene 


Chapter 19 

Other Useful Program Features 
Chapter Overview? n recenp n an tigvach da EE seh seoacken A E EI EE AS E EE ES 
Latinching PrögtámS ieii heni Gta aden a oe a e a a e a ia E aoa e ar a daha 
Ramon ACH OM sorgens nare as E actions aa B a ay cated et cong mabe i Geaa eked ai 
Playing Movies saitas eriioe ieaie iie PR We a a E othe a tea 
Voicsand Sound Volume? s ssrsp sieaa salpa thon nig ia a Vip EA Ea EERE EE Ma Ea RA 
Selecting and Changing Voices .... 0... eee eben bette eee e beens 
Setting a Private: Audible’ Cue oi: 059 bs p a is aas ia a ay Beka op SER elh aE EE eho Se aieiaa 
Changing the Pronunciation of Words ...... 0.0... eee teen teen ete t eens 
Printing Interactive: Boards, paisaiara vaoia aeaa n Ea AERD aa dig E a Bowers doacd Gases AEG 
Password): suite daai p a ae ea beeen oh heen e a be a r Ste 
Greene Sa oe ee E ee ee ee eee ee ee eee e eee E eee eee ee ee eee ee A oer 
Display Menus. or Title Bats 2i043.cnacsow koa hence ite bee ics Bae a dda eae 
Saving á Board’s Action Lista saisine kia akaaka Eaa aana a ERA args ue ESEA A E aA SS A 
Usage COuUmS: 3.06.40 6d ntG tbh ae e Ea a e bd a e a a a A a 


Chapter 20 

Working with Variables 
Chapter OVervieW eree ere EEE ee E E E EE E Se he E EE 
Variables Button Actions ....... 0... cece ccc EAA R ERIKA AEE EEA EEE EAA AASE ATERA 
Assigning Variables and Values 1.2... 0... cece eect ett eeren aree 
Testing Variables and Assigning Conditional Actions ......... 0... cc eee eect tenes 


Chapter 21 

Creating Boards for Writing 
Chapter Overview ..03.20/s 32.0044 Cans alt ag ad cates aoe DAA ON tae Aa Mae ae PWew dace A 
Typing Board Layout Considerations ........ 0... ccc een nen cnet teen ees 
Word Predictions << s dex etae tee Niagara ® A ware MAD a AE E EE AE a acon ee gee heacs 
Adding Prediction Buttons: cs .4.cc5.4 6644 6064 We es rore EErEE Hea wea dee aes wee eae 
Changing the Prediction Settings ....... 22.4. ccc he ease tea woe eda ee bo emia we ade ew de edd ews 
Accessing the Word Prediction Keys ........ 0.0... ccc cece teen ett ete n nee 
Editing the Word Prediction Dictionary 2.5. .s:scc0daaide vd cee sak gw eed Rw Ate BA) EPROM Oe OES Law Des 


Abbreviation Expansion: sasies eq d eck ee ba eee aden bees Sd bebe a ene doe ee deeb eee 
Typing ShortCütsS:: ss tacts. hs aa actin sy odie hush Sages tak e ace ie ey a tny Sauces by cts mycket erecta eked tetas 
Adding Text Editing and Cursor Control Buttons .... 00.0... eect ete eens 
Message File Control Buttons ..... 2.0... cee tnt etn ete ee eet eens 
Editing the Message File Boards .... 0.0.0... eee cette enn ete e bette eens 
Basic Considerations for Scanning AccesS ....... 0.0 ec eect tent nee teen teen eee 
Improving Access with the Scan Tools ..... 0... 0. eect cnet eee e nent n nee 


Chapter 22 

Access Methods and Custom Scanning 
Chapter OvervieW « ..2 6403 $6400 C444 i EEEE E tease eae dean e eka ee bh eee te eas 
Selecting an Access: Method) 2. 025-0.2.02e04ec radia tan te hana ed iRin ta Rada d Wed Mh we WL Re, é Dae es 
Button Selection Options «2s cb can vende be Saeed dae cba eee ETENEE ESA TER ee bed ae i 
Keyboard Response’: .2.4ok naandans beatae sass be doe dM AG ORR eek ade eee cane Reba RA ean dee 
Configuring Switches ciniscecins Gide bode ieee Eni Nae CA bE CS See Gee ba EERE Eee ea 
The: Default Scanning Sequence: «2 desc. o San ea aed ea bag EO ek EM Sheen Dees ARO 
Creating: Scanning Groups sé cc. ceeek a ee ba ee eae C aA eee ELE CEA Se EE SEDC eda Hees eae bee 
Displaying the Scan Tools ses. 5 cresensissi resensente 0H ea Neue OR dae dw ea adloma ages dace ees 
Using the Sequence Tool i...¢:4cneciwne dace ok t tts s dee C44 Se EE EO EAS OSG Or eed EES 
Using the: Sean Next TOO! ..20.340.d aves sn ude vei S ness aS awa ee ask eee iene ee eee Res 
Using the Scan Pause Tool. o..2-3.chci4 sovas ec aa nereo he ee ea OAS Ee ek eed ea aS 


Chapter 23 

Designing Boards for Alternate Access Methods 
Chapter Overview 4.06 664s 28a oe dae ESTEN EEES cede eb loan $406 444 deed bea edd Gece deeds 
Access: Methods for Scanners: seecae tera eter aauina Redd a aae Dae Deen i E SAR DR RR SS 
Special Scanning Options 26 cn cevcic veka dic tave tastes REESS E KEEDA VETS a We eA OHO Cee 
Design Aspects for Scanners). eesis ick g aaa ba aes kay PO aaa ee ba i iE cae Tae EEA eee 
Access Methods for Touchscreen Users 1.0.0.0... 0c eee cece enn t eben eben ne nn eee 
Design Aspects for Touchscreen Users..< res ices anieea neei rotten WE aw aa Dalam Pa N eee aa Des 
On-Screen Keyboard: ec es36505 0 eins 06344 bi bas be Shae POLAR SS EES SSCA aaa oa 
Working with Head-Tracking Device Users ...... 0... 0c c cette tenet teen ees 
Design Aspects for Users with Low Vision ........... usuan esseen cece tte ete n nee 
BUHON KEYS 5245 ear gnte alo gate des dete es Shoe Ba GaSe are e's A a D re Pha led ace ea, E e DARA 
Additional Program Features that Assist User Access ....... 0... cece ete eee ene eee eee 


Appendix A 
Keyboard Shortcuts 


Appendix B 
Button Actions 


Appendix C 
Exporting and Importing Board Packages 


Appendix D 
Exporting Boards to Version 5.3 


Appendix E 
Creating a Template Board 


vi 


271 


273 


275 


279 


283 


Appendix F 


Launching a Board at Computer Startup 285 
Appendix G 
Advanced Board Construction Tips 287 
Appendix H 
Application Language 288 


vii 


viii 


| Boardmaker Software Family v6 User’s Guide 


Introduction 


Printed User’s Guide 


This user's guide was written to support version 6 of the complete Boardmaker Software Family (BSF) of 
products: Boardmaker (BM), Boardmaker Plus! (BM Plus) and Boardmaker with Speaking Dynamically Pro 
(BM with SDP). 


creating printed symbol-based communication and educational materials. 
Boardmaker is a drawing program combined with a graphics database featuring 
more than 4,500 Picture Communication Symbols (PCS). Boardmaker is the 
backbone of the BSF because its complete set of features is part of both BM Plus 
and BM with SDP. 


BM Boardmaker is the premiere software among clinicians, SLPs, and educators for 


computer an interactive student-learning and speaking tool. Featuring the ability to 
talk, play recordings, move between boards and interact with buttons on the screen, 
BM Plus allows you to create interactive books, worksheets, schedules, basic 
communication, learning games and more, all of which can be adapted to each 
student’s needs. 


BM+ Boardmaker Plus! allows you to bring the static BM activities to life and make your 


needs. With the addition of word prediction, abbreviation expansion and the high 
quality RealSpeak® voices, plus all the capabilities of BM Plus, BM with SDP will 
turn your computer into a speech output device and a powerful learning tool. 


SDP Boardmaker with Speaking Dynamically Pro is for power users and high-level AAC 


This manual is divided into two parts. The first part focuses on the features provided within Boardmaker and 
the use of these features. All the information in this part of the manual applies to all the BSF products. The 

second part focuses on the interactive features of BM Plus and BM with SDP and their use. This part of the 
manual does not apply to Boardmaker. To help you identify the chapters that apply to the BSF product you 

purchased, product icons (shown above) will appear at the beginning of each chapter and in specific sections 
within a chapter as necessary. 


In Program Help 


Note: The in- program help will be updated as necessary via free downloadable program updates available 
at the Mayer-Johnson website (www.mayer-johnson.com) or via the on-line updater (Start menu > 
All Programs > Mayer-Johnson > Check for Updates). 
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System Requirements 


The system requirements to run version 6 in Windows are: 


e Windows 2000 or higher e 512 Mb RAM e 400 Mb free disk space 


Where to Get Additional Support 


If you have access to the Internet, you can get support online at: 


http://www.mayer-johnson.com 
e-mail: support@mayer-johnson.com 


Answers to frequently-asked questions will appear under the Support link at the top of the Mayer-Johnson 
home page. If you don’t find the answer to your question there, you may send an e-mail with your technical 
support question to our office for a prompt response. 


If you don’t have Internet access, you may call our office for assistance: 


Mayer-Johnson 
Phone: (800) 588-4548 or (858) 550-0084 
Hours: 8:00 - 4:00 Pacific Time 
Fax: (858) 550-0449 


To assist us in quickly answering your questions, please be ready to provide computer and system 
information, as well as the application version number (on startup screen). It is extremely helpful if you can 
call when you are in front of the computer. 
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Program Window at a Glance 


ox Boardmaker with SDP - [Untitled 1] 


(2) = Edit View Text DynamicButtons DynamicBoards Help 


(3) Symbol Finder Tool (Ctrl + F) 

Makes the Symbol Finder window visible 
(4) Pointer Tool (Ctrl + F1) 

Selects buttons, text, graphics, etc 
©) Button Tool (Ctrl + F3) 

Creates buttons for symbols and pictures 

Freeform Button Tool(Ctrl + F7) 

Create freeform or polygon buttons 
(7) Button Sprayer Tool (Ctrl + F2) 

Sprays out button copies to make a grid 
Line Tool (Ctrl + F4) 

Draws lines 
(9) Text Tool (Ctrl + F5) 

Insert and edit text 


Symbolate Tool 


Creates a button in which symbols will 
appear as text is typed 


Color Tool 


Displays a color palette to set the color of 
buttons, text, graphics, and backgrounds 


Q 
@) 
(s) 
D 
G) 
Gd 


Thickness Tool 

Displays a palette of line thickness options 
Corner Tool 

Displays a palette of button corner options 
Shadow Tool 

Toggles 3-D button shadows 
Zoom In 


Zoom Out 


Movable Button Tool 
Create Movable\Destination button pairings 
Board Workspace 


Symbol Finder Window 

Searches for symbols 
Page Break Indicator 

Displays where printed page breaks will occur 
Board Magnification Indicator 

Displays the current view magnification 
Dynamic Help 


Displays helpful information relative to the 
pointer position and action being performed 
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Symbol Finder at a Glance 


Symbol Finder 


(4) Current Symbol 


(2) Current Symbol Number 

Displays the current and total matching symbols 
(3) Symbol Name Search Options 

Begin Word, Anywhere, Whole Word 
(4) Minimize, Maximize & Close Buttons 


Search Text Field 
Finds a symbol from a full or partial name 
(6) Display Thumbnail View (Ctrl + T)) 
Display thumbnails of matching symbols 
Previous/Next Symbol Arrows 
Steps through the symbols or thumbnail screens 


Select Categories Button (Ctrl + L) 

Selects the symbol categories to search 
@) Symbol Names Button 

Adds an alternate name or category to a symbol 
Alternate Symbol Name Field 

Replaces a symbol name with a new name 
(11) Alternate Symbol Names List 

Displays a list of alternate names to select 
(12) Symbol FinderSettings Button 

Changes various Symbol Finder settings 


(13) Selection Marquee 
Selects a rectangular region to copy 


Selection Lasso 


Selects a freeform region to copy 


Note: Pop-up descriptions of each button appear 
when you position the pointer on them and 
pause briefly. 
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Exploring the Templates and Sample Boards 


Templates for Printing BM | [BM 


All of the Boardmaker Software Family products come with over 325 print templates. Templates for 
calendars and schedules and most communication devices are provided in the Templates folder. 


The templates can be accessed by clicking on the Open a Template button on the open options screen that 
appears when you first launch the program or when you choose File > Open (Ctrl + O). 


Note: The templates are “read only” files and will open as “untitled” boards. This prevents the template 
from accidentally being overwritten. 


Open Options screen 2ixi 
boden: [© Teras ë ë eea 


Activity Pad Templates 


Navigate to the 
desired template. 


IF Always show this Open Options Dialog 


——— «a 
Click here to access nae CE m] 
all template boards. i: th 


Interactive Templates (not included with Boardmaker) BM 


Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro come with over 600 sample boards, 
designed to demonstrate how the features and symbols can be applied to cover a range of curricular areas, 
provide communication and language support, assist in the development of functional living skills, and 
more. The activities are designed to provide a range of applications that target ability levels that vary from 
early childhood through adulthood. Please take some time to explore the sample boards to help you gain an 
understanding of the features presented throughout this reference manual. 


Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro both have a Use mode and a Design 
mode. The Use mode will allow you to interact with your boards. The Design mode is for creating and 
editing boards, buttons and actions. The program can be put in the Use mode by pressing Ctrl + U, and then 
return to the Design mode by pressing Ese or Ctrl + D. 
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Starting the Program in the Use Mode on the 
Main Sample Board ts 


| l O 
Double-click the BSF Interactive Sample l Not included with 
Boards icon on your desktop. This will launch BSE Interacive Boardmaker 


the program, open the main board for the 
interactive samples, and place the program in the 
Use mode. 


You may now proceed to the next section, or 
review the alternate steps below. 


Opening the Main Sample Board from within 


the Program @ 
HECE 


Launch the program by double-clicking on the Boardmaker Boardmaker 
appropriate icon on your desktop or select the Plus! with SD Pro 
program within the Start menu (Start > All 

Programs > Mayer-Johnson). 


Click the Open a Template button. 


The Select a Board dialog will display the Select a Bani zx 
contents of the Templates folder. Lookin: [© Teriaes | + aam 
Q 


My Recent 


Double-click the Interactive Sample Boards MSE 
folder. & 


Desktop 


Activity Pad Templates 
BM Calendars 
BM Communication Devices 


Interactive Sample Boards 
Interactive Templates 


Note: You will find the templates for printing in J 
the folders that start with “BM,” although ear 
you can print any of the interactive 
boards in the “BM Plus” folders as well. 


7 iF 
er 
My Computer 


—— ooo 
-e 
Teta ries of type: BM SDP (“bm2) ~ Cancel | 
Places BE 
A 
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Double-click the _Main board.bm2 to open it. 
This board gives you access to over 600 sample 


boards. 


Select a Board... 


(2 2 symbol training.mm Fat Cat page 2.mm 
© 4 symbol training.mm Fat Cat page 3.mm 
> About me - clarifiers.mm (Fat Cat page 4.mm 
(Fat Cat page 5.mm 
Fat Cat page 6.mm 
(feature index.mm 
@cames.mm 
Bitsy Bitsy Spider.mm 
(© Journal Main.mm 
(BALE - 380 Story.mm 
deat & drink branching.mm  @lunch.mm 
(mDonalds.mm 


Fat Cat page 1mm 


O 


My Recent 
Documents 


133 


Desktop 


A 


My Documents 


Jr 


« 
My Computer Ie >| 
° le E 
« 
etiam ries of type: Jem SDP Cbma) z] Cancel | 
Places loses 
A 


Lookin: |E interactive Sample Boards 7| e gem 


2ixl 


K 1 MenWhen~Past 
K) 1 Me~when~Present 
1Mew\Where~Past 
Ke) 1 Me~Where~Present 
K1 vourwhen-Past 

1 YourWhen~Present 
K1 Younwhere~Past 

1 YounWherenPreser 
K2 symbol training 
K4 symbol training 
about me 

K About me - clarifiers 
Ka about me - family 


You will need to put the program in the Use mode to explore the sample boards. 


Choose Dynamic Boards > Use or press Ctrl + U. Click the buttons to explore different sample 
boards. The “Main” button in the bottom left corner of each board will bring you back to the main 


board. 


Press the Esc key or press Ctrl + D to return to the Design mode. 


You must put the program in 
the Use mode to use the 
interactive sample boards. 


Boardmaker Software Family 
Version 6 Sample Boards 


Bee 


a 
mug 


Gu i | 


Feature 
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Working with AdaptedLearning.com 


The AdaptedLearning website is a powerful resource from Mayer-Johnson that allows users of the 
Boardmaker Software Family (BSF) of products to share adapted learning materials with other users. 
AdaptedLearning.com offers a variety of content and implementation resources, provided through 
downloadable files, news, and information. Membership is free. 


To get started, in the Help menu, select Visit the AdaptedLearning Sharing Site, and follow the onscreen 
instructions to register. Once you have registered, you can search for boards in any topic area, upload the 
boards you have created and access them from any computer with an Internet connection, share your boards 
with other users, and start or join a group of colleagues with whom you can share resources. Adapted 
Learning also offers advice, tips, and training. 


Following are brief instructions for searching for files, downloading files, and uploading your files to 
AdaptedLearning. Refer to the Support area of the AdaptedLearning website, which offers detailed help and 
step-by-step instructions to access all of the features available on the website. 


Searching for Files on AdaptedLearning 


A Find what you need search box is available on most of the pages of the AdaptedLearning website. You 
can perform a simple or advanced search of all of the BSF files available to share on the website. 


After you find a file on Adapted Learning, you cannot use that file in your BSF program until you download 
it to your computer. You can either immediately download the file to your computer, or you can copy it to 
your My Files page and download it later. 


(i) Adapted 


home support contact about us 


home my files my messages my friends my groups my favorites my settings search results discuss news & views 


Find what you need! search 


Grade Level 
() Share what you have 


Sub Category 


Category 
School Curriculum v Early Education k 


In the Find what you need search box, type in a 


: i Find what you need! search Grade Level 
keyword, or keywords, to help identify the type Files y K2 v 


of file for which you are searching. Category Sub Category 


NOTE: If you want to further define your search, 
use the drop-down lists in the search box 
to select a category and grade level for 
your search. 
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When you have selected all of your search 
options, click Search. The files that meet your 
search criteria will be listed in a new Search 
Results pane. 


Search Results 
Ee As A Favorite 


You can select multiple items in yo! 


Click on the title to 
get file information. 


folder by holding down the ctri key, and clicking on the TITLES of 


Thumbnail Title Boards Cost Downloads Posted 

To find detailed information on any file listed in e ASAE oN aes. mee 
the Search Results pane, click on the file’s title to 

highlight it, then click Open File in the command ts l 

bar at the top of the Search Results pane. 5 Glad Monster, Sad Monster emotions questions 1 Free 35 11-23-) 
If you decide you want to save a copy of the file XE sank 
to your My Files page on AdaptedLearning, click File Information 

Author: robinlesht Edit File Info 


the Copy to My Files button. 


NOTE: You will only be able to use interactive 
files if you are using Boardmaker Plus or 
Boardmaker with Speaking Dynamically 
Pro. If you are using Boardmaker, you 
may want to select only “Print” files to 
save and download. 


If you decide you want to download the file 
immediately, click on Download the File. The 
Save As dialog will open. Navigate to the folder 
on your computer where you want to save the file 
and click Save. 


Experience: Beginner 


Number Of Boards: 1 
Description: Read the book, then fill out this work sheet. Depending on level, you could have 
pictures cut out to paste on, you could have them copying, etc. etc. | had BM pictures pre-cut fc 
them to use (i.e. for things that make them happy,they could choose from a field of 2-5 picture 
depending on the child) There are two identical, two-page work sheets here. 

Uploaded: 11/23/2008 

Opens With Version: 5 

Interactive: Print 

Type: bm2 

Grade Level: PreK-K , K-2 

Category/Sub Category: Life Skills / Social Skills , Communication / Other , Therapy Tools / 
Other 

Groups: [Not Associated With Any] 
Tags: Social/emotional/book activity 
Public: Yes 

# of Downloads: 36 

Size: 1.58 MB 

Average Rating: Not Yet Rated 
Your Rating: Not Rated 


Click here to 
download the 
file. 


» Send link to a friend 

» Send message to the author 
» Report a problem or improg 
» Add a comment 
» Add file rating 


Click here to 
copy the file to 
your My Files 


page. 


Download The File 


Copy to My Files 
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Uploading your Files to AdaptedLearning 


The files you upload to the AdaptedLearning website will be available on your My Files page for you to 
access from any computer with an Internet connection, and, if you wish, you can share your files with other 
members of AdaptedLearning. 
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Click the Share what you have button at the top 
of any page on the AdaptedLearning website. The 
Upload File screen will open. 


Click the Upload button. The Upload File screen 
will open. 


Click here to 
P) Share what you have upload files. The 
Upload File 
screen will open. 


Basic Information 


“Required files are marked with an asterisk 
File": Grade Level:* (check all that apply) 
O PrekK 
Title”: A Title Is Required! OK 
Description: O35 
O68 
o 9-12 
O Adult 
C Designed for Scanning 
Language* |English ¥ 
Categorization 
School Curriculum Life Skills Therapy Tools Cognitive Skills 
[O Early Education O Social skills C Atticulation/Phonology O Sequencing 


Click the Upload button on the Upload File 
screen. 


Click the Browse button on the Upload File 
dialog that appears and select the file you want to 
upload. 


NOTE: Refer to the Support area of the 
AdaptedLearning website for instructions 
for creating .zip and .zbp files. 


Click Upload. When the file has uploaded, you 
will be returned to the Upload File screen. 


Upload File 


1. Browse on your computer for the file you would like to upload. 
2. Select Upload to start the file transfer. 
The following file types are allowed... 


-bm2 -This is a single board created with any of the Boardmaker software 
products. Use this for uploading print activities that are on a single board. 


„Zip — This is a set of files combined into a single file. Use this for uploading a set 
related print boards or all the boards and multimedia files for an on-screen activity. 


.Zbp — This is a package of boards and other files created with v6 of one of the 
Boardmaker products. Use this for uploading a set related print boards or all the 
boards and multimedia files for an on-screen activity. 


Do NOT close the window while uploading a file. If you want to cancel the upload 
click [Cancel] from the progress area below, and then close the window. 


| Browse... 
=> 


(UploadFile. aspx 
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Type in the title and a short description of the file — 

in the Basic Information area of the Upload File reise 

screen. Choose the appropriate grade levels. i == . Teaia 
Check the applicable boxes in the Categorization Sasa 
area, and type in keywords to describe the file to ee UED 

other users. 


3 Finally, designate to whom you want the file to be 
available. Use the drop-down list to choose 
whether the file will be available to all users, to a 
group, or only to yourself. 
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Basic Mouse Skills 


As with any modern software program, it is important to be familiar with basic mouse skills. This is 
especially important with a drawing program like Boardmaker. Here is a quick review of the basic mouse 


skills that are used repeatedly throughout this user's guide. 


Click 


Press the left mouse button to select buttons, text, 
graphics, and lines within the program. This is typically 
done with the Pointer Tool. 


Right-click 


Press the right mouse button to access contextual menus 
and perform special functions. This is typically done with 
the Pointer Tool. 


Right-clicking on most items will provide access to 
contextual (right-click) menus containing commands that 
are specific to the item or items that are selected. The 
contextual menus provide a quick way to perform common 
tasks like copying, pasting, aligning, setting properties, 
and much more. 


Note: Some advanced program commands are only 
available in the contextual menus. 


Double-click 
Click twice, quickly, with the left mouse button to open 
buttons and displays so that actions can be assigned or 


settings changed. This is typically done with the Pointer 
Tool. (BM Plus and BM with SDP only) 
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circle time 


X 


Click to select items like symbols. 


circle time | 


Restore Proportion 


Send To Back 
Alignment 


Right-click to access the contextual 
menu for items. 


circle time N 


Double-click on a button to assign it 
actions (BM Plus & BM with SDP only.) 


Boardmaker Software Family v6 User’s Guide 


Click and Drag 


Click and hold the left mouse button down while moving 
the mouse in the appropriate direction. Click and drag is 
used with a variety of tools to select, draw and move 
objects or items. 


Shift-click 


Click on the first item, hold the Shift key down, and then 
click on the next item or items. You can use Shift-click to 
select multiple items or buttons. Each item you Shift-click 
will be added to the selection group. Shift-click an item 
that is part of a selection group to de-select it. 


Note: You can not select buttons and items at the same 
time. They are mutually exclusive. 


a 


Click and drag to draw a button or 
move items around. 


Insects 


Shift-click on items to add them to the 
selection group. 


=i 
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Building a Board 


© © 
on 
Qe" 
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Chapter 1 
Building a Board and Working with Its 
Appearance 


Chapter Overview Bj fia] Ea] 


When creating a new communication board, it is important to understand how to properly orient and size a 
board for printing, create a grid of buttons, and manage boards within the drawing window. You will also 
learn how to change the color, shape, and size of the buttons on a board which helps to organize its content 
and makes it easier for the user to understand. 


The following topics will be covered: 


e Setting the board size e Clearing symbols and text from selected buttons 
e Working with multiple board windows e Creating a multi-page board 

e Creating a grid of buttons e Resizing a board’s window 

e Adjusting button gap spacing e Adjusting the Sprayer Tool gap spacing 

e Changing the appearance of the buttons e Drawing a line on a button or board 


Organize the board using 
colored button borders. 


Use different sizes of 
buttons and symbols. 


56B 


AG 
OOHHE 


Select from a variety 
of button corners. 


Create boards 
that will print to 
match an exact 
size need. 


Organize the board using colored 
button backgrounds. 
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Setting the Correct Paper and Board Size 


The first step in creating a new board is to determine its size. You will need to tell the program how big 
of a workspace you will need and what size paper you will be using in your printer. 


Printer Setup 


The printer settings for paper size and orientation should be set for a board before you enter the 
dimensions for a board size. This will help you create boards that print on a single piece of paper. 


Choose File > Print Setup (Board Size/Ruler/Grid/Gaps). Check the current printer settings for the 
proper paper size and orientation. If the paper size or orientation is not correct, click the Print Setup 
button. 


Print Setup (Board Size/Ruler/Grid/Gaps) xj 


Image Import Setting —~ 


Current p rinter p age © Inches C Centimeters C For Screen 
size and orientation © For Printing 
information. Maximum C Full Scale 

Use Display Size | Width j 10.347 Inches 60 
Height 8.24 Inches s0 


Grid Size 0.125 Inches 
Gap Width for Sprayed Buttons 0.125 Inches 1 Click here to 
Gap Height for Sprayed Buttons 0.125 Inches change the paper 
= inal size or orientation. 
tinter Settings 


i tup... 
Printer: HP Deskjet 5900 Series Girne Remember Printer 


Orientation: Landscape 10.347 Inches Orientation 
for New Boards 
Paper Size: Letter 8.24 Inches 


r Printer Image Quality 


* Standard -- Best Performance 
© High -- Better Quality Text 
Use Printer Resolution Dots Per Inch 
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Make sure the 
correct printer 
is chosen. 


Choose the 
size of paper 
that you will be 
using. 


Make sure the paper size you will be using is selected, then set the print orientation for your board. 


[Print Setup 


m Printer 


Where: USBOO1 
Comment: 


1900 Series 


Type: HP Deskjet 5900 Series 


Propetties... | 


Source: | Automatically Select 7] 


T Orientation 


C Ports 


@ Landscape 


Network... | 


Click OK when finished. 


Cancel | 


Select the print 
orientation for 
your board. 
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Setting the Board Size 


Current Board Size 


Use Display To set a specific board 
Size size, specify the values 
here. 


Click here to set Print Setup (Board Size/Ruler/Grid/Gaps) xj 
the board size 
to match the 
display size for 


on-screen use. 


Board Settings 
Board & Ruler Units 


Image Import Setting 


Inches 


© For Screen. 

@ For Printing 

Ww Maximum | © FullScale 
Use Display Size Width Inches 60 j 

Height 8.24 Inches 60 


Centimeters 


Click here to use 
the current board 
size setting on all 


r Board Size 


Use Printer Page 


new boards. 


Grid Size 0.125 Inches 


Gap Width for Sprayed Buttons 0.125 Inches a e 
Gap Height for Sprayed Buttons 0.125 Inches for New Boards 


Use Printer 


Page 

r Printer Settings- 
Click here to Printer HP Deskjet 5900 Series l Pinson. || A een Pint 
set the board ee nag Hi esl fo New Board Click here to use 
size to match R the current printer 
the printer page R E D ca | page orientation 
size. C Use Printer Resolution 600 Dots Per Inch on all new boards. 


Typically, you will click the Use Printer Page button to make the board size match the printable 
area for the paper size and orientation you previously set. (In the next section you will learn to work 
with multi-page boards.) Click OK when finished. 


Note: The printable area for a specific paper size and orientation can vary from one printer to the 
next. You may need to adjust the board size if you try printing this board on a different 
printer. 


Tip: Setting a Default Board Size and Printer Page Setting for All New Boards 


If you will be making a lot of boards that need to be the same size, i.e., a set of boards for a 
specific device or activity, you will want to use the “Remember” buttons on the right side of 
the Print Setup screen above. You may click on one or both of these buttons to automatically 
apply the current board size and/or printer page orientation settings to any new board you 
create. 
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Creating Multi-Page Boards 


You have the option to create boards that can span multiple sheets of paper. Creating multi-page boards 
allows you to support larger communication devices or make poster-sized communication boards. 


Board & Ruler Units @ Inches © Centimeters 


| Board Settings 


Maximum 


[5 Inches 60 
fa Inches 60 


Grid Size 0.125 Inches 


Enter the 
desired 
board size. 


Height 


Use Printer Page 


Choose File > Print Setup (Board Size/Ruler/Grip/Gaps). Check the current printer settings for 
the proper paper size and orientation. If not correct, click the Print Setup button. 


In the Width and Height boxes shown above, enter the desired dimensions for the board up to the 
values listed under Maximum. Click OK when finished. 
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Boardmaker with SDP - [Untitled 1] 
E Fie Edit View Text Dynamic Buttons Dynamic Boards Help 


The different 
pieces of paper 
are marked by 
green dashed 
page break lines. 


x=0,125 y=2.625 


When the board is viewed as Fit to Window (default), the page break lines will mark the different 
sheets of paper. 


Most printers have a minimum necessary margin and cannot print right up to the edge of the paper. 
Therefore, when a multi-page board is assembled, you will need to trim the edges of each page 


before taping them together. 
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Working with Multiple Boards 


h SDP - [Untitled 1] 


Boardmaker with si 
KE) Fie Edt view Text Dynamic Buttons Dynamic Boards Help 


ioj xi 
218) x) 


joh Oe aloml=|elolela 


4% þe=0.000 y=0.000 


The first board opened or created in the program is 
maximized and will fill the screen as shown. 


View Options 


| View Text Dynamic Buttons Dynamic 


Half Size Ctrl+-2 
v Fit To Window Ctrl+3 
Other...(76%) 


v Snap To Grid 
Send To Back 


Show > 
Use On-Screen Keyboard 


Tile Vertical N 


Cascade 


v 1 Untitled 1 
2 Untitled 2 
3 Untitled 3 
4 Untitled 4 


SDP - Untitled 
Fie Edt View Text Dynamic 


Of. Wls|\ [a Olml=|elolala) 
S Un 1 SS lol xi) 


[Si untitled 2 


You can have multiple boards open at once. As 
additional boards are opened, they will appear in 
smaller windows cascaded on the screen. 


SDP - Untitled 1 
File Edt View Text Buttons Dynamic Boards 


Oh. ehara] 
i S Io xi eE 


led 2 


Selecting View > Tile will allow you to view all currently open boards at the same time. The Tile view is 


useful for copying and pasting buttons between boards. 
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By default, a board’s window is set to the Fit To 
Window view so the entire board can be seen. 


Different view sizes are available in the View menu 
and are useful especially when editing a symbol. 


Note: The button sizes as viewed on screen do not 
necessarily match the printed size. Refer to 
the rulers in the window to determine the 
actual print sizes. 


View Text Dynamic Buttons Dynami 


Double Size Ctrl+4 


Ctrl+2 
Ctrl+3 


Half Size 
v Fit To Window 
Other.. .(76%) 


Resizing a Board’s Window 


Manually 


By moving the pointer over any edge of the window, 
the pointer will become a double arrow. Click and 
drag the edge of the window to a new position. 


The board is shown 
maximized. 


‘Boarrdmab 
sme Boards Help 


orange 


Click the Maximize button in the upper right corner 
of a board’s window to expand it to fill the 
workspace as shown above. 
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apple orange 


banana grapes 


Drag to resize 


a window. 


The board is shown 
restored to its 
smaller size. 


alal 


Click the Restore button in the upper right corner of 
a maximized board’s window to restore it to its 
reduced size as shown above. 
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Creating a Grid of Buttons 


First, you must create the initial button for your 
grid. 


Select the Button Tool in the Standard toolbar. 


Tip: Change the orientation of the Standard 
1 toolbar by dragging the bar next to the 
Symbol Finder Tool to either the top or 

left side of the screen. 


ix 


al 


Toolbar 


[toolbar ee E] 
oao ENA LAAR] 


jutton Tool - Ctri+F3] 


|2|2 [olan es >| 1813 0 


[Button Tool - Ctri+F3] 


Standard Tool Palette 


(Vertical and horizontal 
orientations) 


Move the crosshair into the blank workspace. 


Tip: Noting the initial position of the red 
indicators in the rulers will help you 
create a button of a specific size. 


Note: The rulers can be set to display inches 
or centimeters. The units of measure 
can be set by choosing File > Print 


Setup (Board Size/Ruler/Grid/Gaps). 


Boardmaker with SDP - [Untitled 1] 


KA File Edit View Text Dynamic Buttons Dynamic Boards Help 


|G Jo Olas 


Red position 
indicators 


\| A || Fl=I I 


Click and drag diagonally to create a button. 
Release the mouse button when the new button 
is the correct size. 


Tip: To create a square button, hold down 
the Shift key while dragging out the 
3 button. 


Note: The cursor moves in 1/8 inch (0.3 cm) 
increments on an invisible grid. You 
can change the grid spacing by 
selecting File > Print Setup (Board 
Size/Ruler/Grid/Gaps) or unchecking 
the View > Snap to Grid. 
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If it is necessary to resize the button, move the 
pointer over any edge or corner of the selected 
button until the double arrow appears as shown. 
Click and drag the edge or corner to change the 
button’s size as necessary. 


Note: A dashed line indicates that a button is 
selected. 


Use the double 
arrow to change 


a button’s size. 


You are now going to spray out copies of the 
button you have created to form a grid. 


Select the Button Sprayer Tool. 


©] IS MES NENG: IE 


Button Sprayer Tool - Ctrl+F2 


Position the Button Sprayer Tool on top of the 
button. Click and drag diagonally to spray out 
the desired grid of buttons. 


Note: If you want to change the gap spacing 
between the buttons, delete all buttons 
except for the initial button, change the 
gap spacing for the Button Sprayer 
Tool and drag out a new grid. For more 
information, refer to “Adjusting the 
Button Gap Spacing” on page 34. 
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While all the buttons are still selected*, click 
and drag any button to reposition the whole grid 
in the center of the page. 


*If the buttons become deselected, choose 
Edit > Select All (Ctrl + A). 


Tip: Ifyou create a board layout you would 
like to use as a template for future 
T boards, please refer to Appendix E - 
Creating a Template Board. 
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Adjusting the Button Gap Spacing 


The Button Sprayer Tool is used to create a grid of buttons. By default, the horizontal and vertical gaps 
between buttons are set to 1/8 inch (0.125). This spacing can be adjusted as needed. 


Choose File > Print Setup (Board Size/Ruler/Grid/Gaps). 


Print Setup (Board Size/Ruler/Grid/Gaps) 


m Board Settings 


Image Import Setting — 


xi 


Board & Ruler Units @ Inches Centimeters C For Screen 
Board Size @ For Printing 
Maximum C Full Scale 
Use Display Size | width Inches 60 
Use Printer Page | Height eo Inches 60 


Gap Width for Sprayed Buttons 0.125 
Gap Height for Sprayed Buttons 0.125 


Grid Size 0.125 Inches 
Inche 


Inches 


Gaps for Sprayed Buttons 


Enter the desired gap 
spacing here. 


X 


m Printer Settings 


Printer: HP Color LaserJet 2600n 


Enter the desired gap spacing and click OK. 


Print Setup... | | 


Rememher Printer 


Note: You must make your changes to the gap spacing before using the Button Sprayer Tool. 
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Changing the Board or Button Background Color 


Click on the board’s background Select the Color Tool. Click on the desired color in the 
or select a button or group of Color Palette. 


buttons. 


Changing the Button Border Thickness 


AN] ||| 
Lin 


H 
— Aa aa 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
j} 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


Select a button or group of Select the Thickness Tool. Click the desired button border 
buttons. thickness. 
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Invisible Button Borders 


The dashed line in the Thickness Tool represents an “invisible” border. When selected, the buttons will 
appear with a light-gray dot-dash border that will not print. 


Note: Do not confuse the dashed line in the Thickness Tool with dashed button borders which are set by 
right-clicking on a button and selecting Properties > Dashed Border. (Refer to the Applying Dashed 
Button Borders section.) 


Selecting the Solid border Invisible border Dashed border 
invisible border. (Will not print.) 


Changing the Button Border Color 


Click Border to change the 
Ve, = [ button border color. 
= -~ ba 
Select a button or group of Select the Color Tool. Click on Border, then select the 
buttons. desired button border color. 


Tip: Use the eye dropper to select a color that does not appear in the palette by clicking on any color 
shown on the board. 
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Changing the Button Shape 


Corner Tool 


Select a button or group of buttons. Select the Corner Tool. Select the desired button border corner. 


Note: Ifa freeform button is selected, the Corner Tool will act as a “polygon tool.” Refer to the Creating 
a Regular Polygon from a Freeform Button section. 


Drawing a Line 


ISSN A PIE N 


H 
Select the Line Tool. Click and drag on a button or on Click the Thickness Tool, and 
the board background to draw a make a selection to change the 
line. line’s thickness. 
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Applying Dashed Button Borders 


Cut Buttons 
Copy Buttons 
Clear Buttons > 


Eem 
Select a button or group of Not selștabe | 


The dashed borders are great for 
buttons. 


; ; cutting activities and worksheets. 
Right-click a button and select 


Dashed Borders in the 
Properties submenu. Uncheck 
this option to return to solid 
border lines. 


Note: Dashes can also be applied to lines created with the Line Tool. 


Tip: Dashed borders look better with thicker button borders (Thickness Tool). 


Applying 3-D Button Shadows 


a 
i] | p 
E Jo 
_ Li 
LL R 
|| ] Shadow Tool 
| | 
| | 
| | 
SS 
| | 
| | 
| | 
Select a button or group of Select the Shadow Tool. Select the shadowed box to create 
buttons. the 3-D button shadows. 


Note: The Thickness Tool, Corner Tool, and Color Tool can be used to change the look of the button 
shadows. 
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Clearing a Group of Buttons 


Edit View Text Dynamic Buttons 
Undo Move Buttons  Ctrl+Z | want 


, t Ctrl+x 
| Copy Ctrl+C 
Paste Ctrl+ey 


Delete Delete 


want cereal 


oatmeal scrambled eggs 


est = D Select All Ctri+A 
Select Group 


Swap Buttons 
Shuffle Buttons 


Edit Board Actions 
Edit Macros 


Select a button or group of Choose Edit > Clear or right- The symbols and text are 
buttons. click on one of the buttons and removed from the buttons. 
select Clear Buttons > Face. 


Drawing a Freeform Button 


The Freeform Button Tool allows you to draw buttons that have any shape. You can use this tool to create 
“hotspots” around parts of a background picture, emphasize certain buttons by giving them a very different 
look from the others, or simply create fun new shapes. 


Create uniquely shaped buttons 
over an item in a photo and 
make them invisible. 


Turn any freeform button 
into a standard polygon. 


Create polygon shapes and 
make the borders dashed. 


Note: A freeform button behaves exactly like a standard button with two exceptions; it cannot have 
shadowed borders and its corners cannot be rounded. 
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Select the Freeform Button Tool. 


ae Button Tool - Ctrl+F? 


On the board background, click and hold the 
mouse button down. Drag the mouse around 
to draw the freeform button. 
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Click and drag to 
draw a freeform 
button. 


Release the mouse button to automatically 
close off the button border with a straight line 
between the mouse position and where you 
started drawing the freeform button. 
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Release the mouse 
button to close the 
button with a 
straight line. 
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The Freeform Button Tool can also be used 
to draw polygons. 


Select the Freeform Button Tool. 


Drawing a Polygonal Freeform Button 


Freeform Button Tool - Ctrl+F? 


Press and hold the Control (Ctrl) key, click to 
set the starting point for the button and move 
the mouse to drag out the first side of the 
polygon. Click to set that side. 
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While holding down the 
Ctrl key, click then 


move the mouse and 
click to create the first 
side of the button. 


While continuing to hold down the Ctrl key, 
click the mouse where you want each corner 
of the polygon to be. 
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Continue to hold 
down the Ctrl key 
and click to set 
each corner. 


To finish your polygonal freeform button, 
double-click to specify the position of the 
final corner (or you can just release the Ctrl 
key). The program will automatically close 
the polygon. 
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Release the Ctrl key 
and the application 
will automatically 
close the button. 
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The Freeform Button Tool can be used to 
draw buttons that have both freeform and 
straight sides. 


Select the Freeform Button Tool. 


ae Button Tool - Ctrl+F? 


Drawing a Button with Straight and Freeform Sides 


Press and hold the Ctrl key, then click and 
drag to define the first side of the polygon. 
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While holding down the 
Ctrl key, click then 


move the mouse and 
click to create the first 
side of the button. 


Now, while continuing to hold the mouse 
button down, release the Ctrl key. Move the 
mouse around to draw a freeform side. 
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Hold down the 
mouse button 
and release the 
Ctrl key to drawa 
freeform side. 


To draw a straight side again, press and hold 
the Ctrl key and release the mouse button. 
Click to set the next corner. 


Alternate between holding down the Ctrl key 
and the mouse button to switch between 
drawing straight or freeform sides. 
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Hold down the Ctrl 
key again and 
release the mouse 
button to define 


another straight 
side. 
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To finish your freeform button, simply release 
the mouse button and the Ctrl key. The 
application will automatically close the 


ls 


(Fle Edt view Text Dynamiceuttons Dwamicea| Release the Ctrl 


ofe s| K J key or the mouse 


polygon. 


button to close 
the button with a 
straight line. 


Creating a Regular Polygon from a Freeform Button 


Although it's possible to manually draw regular polygons (like triangles and hexagons) using the methods 
described in the Drawing a Polygonal Freeform Button section, it can be very tricky to get such polygons 
just right. The applicationprogram therefore provides a way to convert any freeform button to a regular 


polygon by using the Corner Tool. 


R 


is 


Select a freeform button. 


AIV| 
< 
[me 
ele) 
OO} 


Select the Corner Tool; then 
select a shape. 


The freeform button will appear 
with the new shape. 


Tip: Hold the Shift (constrain) key while selecting a shape to create a regular polygon (all sides having the 


same length). 
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Chapter 2 
Working with the Symbol Finder 


Chapter Overview [RN Bi 


The Symbol Finder allows you to quickly search for symbols and copy them to buttons or to other programs. 
You can easily change the text above a symbol or work in another language. This section will show you how 
to use the Symbol Finder’s different features so you can easily get the symbols and text you need. 


The following topics will be covered: 


Searching for Symbols 

Copying a Symbol to a Button 

Adding a Symbol to the Symbol Finder 

Using the Alternate Symbol Names Menu 
Adding or Editing a Symbol’s Alternate Names 
Using Different Languages with the Symbols 
Working with a Category Search 

Creating Your Own Symbol Category 


Selecting the Display Option for Symbol 
Names 


You can use different 
languages or display 
two at once. The text 
can also be hidden 
or positioned below 
the symbol. 


Browse multiple 
symbols using the 
thumbnail view. 


Searching for Symbols Using Categories 
Copying a Symbol to Another Program 
Making a One-Time Symbol Name Change 
Setting the Symbol Finder Font Size 
Selecting a Search Category 

Assigning Categories to a Symbol 
Enlarging the Symbol Finder Window 
Selecting the Black & White Color Libraries 


Select just a portion 
of a symbol to copy. 
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Searching for Symbols 


Select the Symbol Finder Tool to open the Symbol Finder. Click the appropriate Symbol Name 
Search Option button. This determines how the Symbol Finder matches symbols to your search text. 


Type the name of the symbol you want to find. 


mee a 82970 Ontons 
for here | EZA pE — Search Text Field 


her 
Beginning of Word 


1 l | 13/96 = Search text: “her” 


S] oR Se Matches: “here,” “her,” “come here” 
+ A 
nywhere 


fror here o f Search text: “her” 


Matches: “where,” “cherries,” “here” 
XIS II 


Whole Word 
Search text: “her” 
Matches: “her” (only match) 


The symbols that match your search text can be displayed either one at a time within the Symbol Finder 
window or in a popup window with up to 49 thumbnail pictures. 


Searching for Symbols Individually 


Previous A TOW Indicates the current 
- symbol number and 
total number of 


matching symbols. 


If the first symbol that appears is not correct, use the Previous/Next Arrows or the right and left arrows 
on your keyboard to step through the symbols that match the search. 
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Searching for Symbols Using Thumbnails 


Click the symbol you want to use, or 
right-click the symbol to paste it into 
the selected region. 


Pies) 
fren 
+ EER» 


Alternate Symbol 
Names field 


Name of the selected 
thumbnail. 


Ali be Thumbnail 
iM Button 


You will be shown 
thumbnail pictures 
of the first 49 

matching symbols. 


Click the Thumbnails button (Ctrl + T) to view thumbnail pictures of all symbols that match the 
search. 


You can use the Previous/Next Arrows or the arrow keys on your keyboard to step through the 
thumbnail screens. Click the thumbnail picture of the symbol you want to use. 


Note: As you pass the pointer over each thumbnail picture, its symbol name will appear in the 
Alternate Symbol Names field. 


Tip: Right-click on a thumbnail to paste it into the currently selected button. The thumbnail view 
will remain open so you can continue right-clicking on thumbnails to quickly paste them into 
your blank buttons. 


Searching for Symbols Using Categories 


If you are working on a topic-based board, i.e. breakfast or clothes items, you may find that doing a category 
search will be quicker than searching for each symbol separately. You can set the Symbol Finder to search 
for or display only those symbols within a specific category. 


Category searches are covered in-depth in Working with a Category Search section. 
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Copying a Symbol to a Button 


Automatic Placement 


The Symbol Finder will select the first empty button 
on the board. 


Pressing the Enter key will automatically place the 
current symbol on the selected button. 


Once the symbol is placed, the next empty button 
will become selected. 


Note: If there are no empty buttons, the Symbol 
Finder will place the symbol on the board 
background. 


Manual Placement 


You can place the current symbol on any button on 
the board, not just on the selected button. 


Using the Placement Cursor, click the button where 
the symbol should be placed. 


Note: The next empty button that follows the 
button you just clicked on will become 
selected for automatic placement. 


Tip: With the Placement Cursor, you can click 
and drag out a marquee box into which the 
current symbol will be placed. This is an 
easy way to size and position a symbol 
within a button or on the board background. 
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Selected Button 


like O a 


Placement Cursor 


Click and drag to 
create a marquee 
box 
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Copying a Symbol to Another Program 


You can copy symbols from a Boardmaker program and paste them into other programs as needed. 


Locate the symbol you want, then choose Edit > Copy, or press Ctrl+C. 


A start| | & O ” | @ Boardmaker Plus - [Untit... IE untitled - Paint \ 


2 Assuming you have already launched the program that will receive the symbol, select that program 
from the Windows taskbar. 


Tip: If you minimize the Boardmaker program window, you might be able to see the window of 
your other program in the background. You could then switch between the programs by 
clicking on their respective windows. 


Paste the symbol into your other program. Please refer to that program’s manual if you are not sure how 
to paste a picture from the clipboard. 


When you are ready to copy another picture, click on the Boardmaker program’s button on the 
Windows taskbar or the program window to return to the Boardmaker program. 


Adding a Symbol to the Symbol Finder 


You can create your own library of symbols by adding symbols, graphics, or photos to the Symbol Finder. 
Please refer to Chapter 8 - Adding New Symbols or Photos to the Symbol Finder. 
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Using the Alternate Symbol Names Menu 


lo) x) 
happy [Kall 


happy 


[at 


Click here to show 
any alternate symbol 
names. 


Many symbols are assigned alternate symbol names (synonyms). If you search for any of these alternate 
names, the symbol will appear in the Symbol Finder with that name above it. 


If you want to use an alternate name for a symbol, click the black triangle and select a name from the pull- 
down menu. 


Note: Changing the text using the Alternate Symbol Names field is a one-time change and will not affect 
the original symbol name. 


Making a One-Time Symbol Name Change 


lolx] 
Smiley Sam 


| Original search text 


happy 


Alternate Symbol 
Names field 


You can change the text that appears above a symbol by typing in the Alternate Symbol Names field. As 
you type the text, it will automatically appear above the symbol. 


Note: Changing the text using the Alternate Symbol Names field is a one-time change and will not affect 
the original symbol name. 
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Adding or Editing a Symbol’s Alternate Names 


If you are continually typing in an alternate name aax 
for a specific symbol, you should add that alternate OO a 
name to the symbol for future use. 


1 Click on the Change Symbol Names button. 


person 49 s 


Change Symbol 
Names button 


Select which language 
will receive the new 


symbol name. 


Name(s) defined 
for the current 
symbol in the 
selected language. 


Click here to add 
the symbol name. 


Type the new 
name here. 


Current symbol’s library name 


Assign Names and Categories to This Symbol  ----------; 


Categories 
Search Language 

Eii (US) 

Categories are always displayed 

using the Search Language 


which can be changed in the Paste | 
Language Settings Dialog. 
Import... | 


Nam 
First, Choose a Language 


Faces/Heads 


x 


Remove Selected Name | Assign Categories 


Cancel | OK | 


Type a new alternate symbol name, then click on the Add Name button. The new name appears in the 
list of defined names. Once a name is added, you can search for a symbol using that name. 


To remove a name from the list, select the name then click on the Remove Selected Name button. 


Note: You cannot remove the first name listed for a symbol (the default name) that belongs to a PCS 


Tip: 


symbol library or any PCS addendum library you purchase. 


You can add a name for the symbol in another language by selecting the desired language in 
the drop-down menu, then adding the new symbol name. 
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Setting the Symbol Finder Font Size 


When placing a symbol from the Symbol Finder on a button, 


the Symbol Finder will scale the symbol to fit 


the button, but the font size of the text will remain the same regardless of the button’s size. This allows you 


to use consistently sized text throughout your board. 


You can set the font size for the Symbol Finder to match your needs. 


The same font 
size is used 
regardless of 
button size. 


g Click on the Symbol Finder Settings button. 


14-point font size 


-EEN » 


SyiNbol Finder 


Change Symbol Finder 
Settings button 


WF 


Symbol Finder Settings 


Line 1 Language English (US) hl 
Line 2 Language 

Search Language 
X 


Magnification for Enlarged Window 200 


© Use Color Symbols 
C Use Black & White Symbols 


Cancel | 


C No labels 


[Hidden ~] Line 2 Size 
[English (US) ~] 


@ Labels on top 
© Labels on bottom 


Line 1 Size 


X 


Select the desired font size in the Line 1 Size drop-down menu. (If you are displaying two different 


language lines, set the Line 2 Size as well.) 
Click on the OK button when finished. 


Note: If you get partway through placing symbols on a board and discover that you should have used 
a different font size, you can change the font size for a group of selected buttons later. Please 
refer to the Changing the Text Settings on Multiple Buttons section in Chapter 3- Working 


With Button Text. 
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Using Different Languages with the Symbols 


The PCS libraries that came with your software are translated into many different languages. You may 
change the displayed language, add a second language line, or set a different search language. 


Line 1 Language: Spanish 
Line 2 Language: English 


Symbol Finder 
Settings Button 


Click the Symbol Finder Settings button. Yt P 


Symbol Finder Settings xj 
Line 1 Language [Spanish x Line 1 Size 14 F 
Line 2 Language English (US) ~| Line 2 Size 14 
Search Language English (US) 


Language Settings... | 


Use the drop-down menus to select the desired languages for the Line 1 Language and/or Line 2 
Language. 


Magnification for Enlarged Window 


Click the OK button when finished. 


Changing the Line 1 Language changes the Search Language to match. You can set the Search 
Language independently after setting the Line 1 Language (see above; an English speaker can 
make a board for a Spanish speaker). 


Note: Some languages require special fonts and font scripts to display their text correctly. The 
fonts and scripts for the Eastern European languages are available within Windows 2000 or 
higher if Multilanguage Support is enabled in the Windows Setup. Refer to Enabling 
Multilanguage Support in Help Topics in the Help menu. 
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Selecting a Search Category 


Select Categories button 


Click here to select a category 
to search or view. 


Symbol Finder Í 


adults 


Select Categories to Use 


Animals 
Computer 
Containers 

Money 

Office 

Sentence Builders 
Transportation 
Weather 


r Calendar 
Time 
Days of the Week 
Months 
Special/Holidays 
Christmas 
Easter 
Halloween 


Sign Language 


lV Descriptive 
IV Feelings 


m Descriptive —————~~ 


Aids 

Body Parts 
Communication Aids 
Health Problems 
Sexuality 

Other Health 


rHelth————— 


m Leisure 


r School 


Baking/Seasoning 
Breakfast 
Canned Foods 
Condiments 
Dairy 

Drinks 

Fruits 

Fast Food 
Grains/Breads 
LunchiDinner 
Meats 

Snacks 
Sweets/Desserts 
Vegetables 
Foods (misc) 


Music 
Rhymes/Songs 
Shows/Movies/Plays 
Shopping 
PartyDance 

TY 


Toys 
Other Leisure 


m People 

M Family 

V FacesiHeads 
V Occupations 

IV Story Characters 
V Other People 


m Home 
Cleaning 

Clothes 
Cooking/Kitchen 
Gardening/Nature 
Grooming 

Other Home 


Social 

V Comm. Clarifiers 
IV GreetingsMrap-ups 
IV Other Social 


Places 

V Community 
Mv World 

Mv Restaurants 
M States 

V Other Places 


Alphabet 
Numbers 
Colors 

Classes 
ArtsiCratts 
HistoryiCurrent 
Math 

Physical Education 
Reading/Writing 
Science 
Workshop 
Other School 


~ Religion 

V Christian 

IV Jewish 

MV Islam 

IV Other Religions 
IV Religion (misc) 


Verbs 


IV All Verbs 
V Common Actions 


m Sports/Games 

V Games 

V Sports 

V Swimming/Beach 
V Hokey Pokey 

V Simon Says 


Use All Standard Categories | 


Clear All Standard Categories | 


Show My Categories | 


Cancel | 


Use All Standard Categories Clear All Standard Categories 


Unchecks all category fields 


Cancel 


Cancels any 
selection changes 


Checks all category fields 


Show My Categories 


Shows/selects any user categories 


Closes the Categories 
window 


Click Clear All Standard Categories to uncheck all category selections. 


Check any category or categories you want to search or browse. Click OK when finished. 
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Working with a Category Search 


Symbol Finder Details 


Once you have selected a search category, only those symbols assigned to that category will be available in 
the Symbol Finder. 


r Food 


If the search field is 
blank, you can step 
Symbol Find =lo2 x| 
kde through all symbols in 


English muffin |===!-- -- i a selected category. 


eas Steps through 


Selected search category ~ the matching 
Snacks symbols. 
[ Sweets/Desserts 


I” Vegetables 
J Foods (misc) 


Number of 
matching symbols 


Current symbol 
number 


Using the Thumbnails View 


Search categories are best used in conjunction with the thumbnail view. The thumbnail view will allow you 
to see up to 49 symbols at a time from a selected category. This will allow you to quickly locate the symbols 
you want to use. Use the Next Arrow to view the next 49 symbol thumbnails. 


Boardmaker with SDP - [Untitled 1] 
K Fie Edt view Text Dynamic Buttons Dynamic Boards Help 


The search field must 
be blank to view all 

symbols in a selected 
category. 


French toast 


fried egg 


Displays the name 
of the selected 
symbol thumbnail. 


Previous/Next 
Arrows 


I Click on the 
thumbnail of the 
|] symbol you want. 
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Filling a Topic Board Quickly 


There are two methods you can use to quickly fill a topic-based board with symbols from a specific search 
category. In the examples below, the “breakfast” category is selected. 


Method 1 - The Enter key and automatic placement 


Repeatedly pressing the Enter key fills the buttons with “breakfast” symbols in the order they appear within 
that category. Use the Right Arrow key to skip unwanted symbol(s). 


Symbol 8 of 25 Symbol 9 of 25 Symbol! 10 of 25 
PEE E 


French toast : fried egg : granola bar i 
[French toast k] Joranota har k] 
wA E C WAI & 


Press the Enter key i Press the Enter key = Press the Enter key 


French toast French toast fried egg 


ey ey 


Method 2 - Right-click a thumbnail and automatic placement 


Right-click on a thumbnail to paste it onto the currently selected button. The thumbnail view will remain 
open so you can continue right-clicking on thumbnails to quickly paste them onto your blank buttons. 
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Assigning Categories to a Symbol 


Each symbol in the library is assigned to at least one of the standard categories. You can change a symbol’s 
categorization if necessary. 


Assigned Categories — Assigned Categories 
bagel Breakfast orange Juice Breakfast 
Breads/Grains Drinks 


bagel 


Symbol Names button. 
Click here to edit the 
current symbol’s name 
or category assign- 
ments. 


Locate a symbol whose category assignment(s) you want to change, then click on the Change 
Symbol Names button. 


MJ Symbols \Food1 3 x| 
Assign Names and Categories to This Symbol  ----------; > 
Nam Categories Cun ren t Sy! m b ol 
First, Choose a Language Search Language 
English (US) v | Engish (US) 
bagel - rs gila§ are lagen displayed 
ing t 
wich oa be changed the Paste | a F C 
anguage Settings Dialog. S. sig ne a tego rie S 
Import... | 
pe 
Assign Categories button 
Click here to edit assigned 
Assign Categories ca te g fe) rie S. 


Click on the Assign Categories button. 


49 


Chapter 2 - Working with the Symbol Finder 


x| 
I~ Animals m Food : ; r Leisure ; r School 
I Computer I Baking/Seasoning J_ Music I Alphabet 
I Containers IV Breakfast [I Rhymes/Songs I Numbers 
I Money I Canned Foods I Shows/Movies/Plays I Colors 
I Office I Condiments I~ Shopping I Classes 
I~ Sentence Builders I Dairy I Party/Dance I~ Arts/Crafts 
I Transportation I Drinks E I History/Current 
I Weather [J Fruits I Toys Math 
I Sign Language IV Fast Food I Other Leisure I Physical Education 
ae, IV Grains/Breads I Reading/Writing 
Lief M LunchiDinner People | IL Science 
T Time ThYleats T- Famit T Workshop 
I Days of the Week I Snacks I ie I~ Other School 
I Months I Sweets/Desserts r Fate ee 2 = 
I Special/Holidays I” Vegetables ccupations r Religion 
A g I Story Characters 
I Christmas I Foods (misc) r I Christian 
E Easter Other People I~ Jewish 
Halloween 
ra ; Pe F Other Religions 
(Descriptive | - —s r communi T Religion (misc) 
I" Descriptive I Cooking/Kitchen I Restaurants Verbs 
J” Feelings 5 Gardening/Nature z States I All Verbs 
z Grooming Other Places j 
Heath | T Other Home I Common Actions 
l Aids > Sports/Games 
I Body Parts — ; Social l Games Clear All Standard Categories 
I Communication Aids ce I Sports 
z Aea Shae z Comm. Clarifiers z Swimming/Beach 
exuali Greetings/Wrap-ups Hokey Pokey i 
I Other Health Tlother Soak eooo Show My Categories 


Coree | 


Add or edit any of the category assignments as necessary for the symbol. In this example, the 
“bagel” symbol is being added to the “Lunch/Dinner” category. 


Click on the OK button when finished. 


MJ Symbols\Food1 E x| 
Assign Names and Categories to This Symbol  ----------; > 
Names Categories 
First, Choose a Language Search Language 
[English (US) ~] | English (US) 
bagel a Categories are always displayed 
using the Search Language 
which can be changed in the Paste | 
Language Settings Dialog. 
Import... | 


H 
Add a Name | 


Remove Selected Name | Assign Categories 


Cancel | OK À | 


“Bagel” is now a part of the “Lunch/Dinner” category. 


Click on the OK button when finished. 
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Creating Your Own Symbol Category 


You can create up to 28 custom user categories. Creating your own symbol categories allows you to search/ 


view groups of symbols you use frequently. 


In the Symbol Finder, locate a symbol that 
will be included in your new category. 


For example, “cow” will be a part of the new 
1 “farm animals” category. 


Dix 
ree | [> = 


cow 


Change 
Symbol 


Names 
Click on the Change Symbol Names button. button 
Click on the Assign Categories button. MI Symbols\Nouns4_1 E 


Assign Names and Categories to This Symbol ------- > 
Nam Categories 
First, Choose a Language r Search Language 
English (US) bd English (US) 
cow = Categories are always displayed 
using the Search Language 
which can be changed in the Paste 


Language Settings Dialog, 


Import... 


nimals 


f- 


Remove Selected Name 


Assign Categories 


Cancel 


OK 


[ Fast Food 
[I Grains/Breads 
 LunchiDinner 


ather 
F Sign Language 
p Calendar 


z 
Pin r Food p Leisure r School 
omputer  Baking/Seasoning TF Music I Alphabet 
I Containers [I Breakfast I Rhymes/Songs Numbers 
[E Money I Canned Foods I ShowsiMaviesiPlays I Colors 
I Office I Condiments I Shopping Classes 
I Sentence Builders I Dairy I PartyDance I ArtsiCrats 
I Transportation [I Drinks Cw | | E HistoryiCurrent 
I Weath Fruits Toys | | E Math 


| | E Physical Education 
[C ReadingMriting 
I Science 


I Time T Family | | E Workshop 
I Days of the Week [E Snacks I FacesHeads | LF other Schoo! 
Months IF SweetsiDesserts I- deverion 
me mT F Story Characters ues 
ristmas Foods (misc) ristian 
I Easter Oe) F Other People T Jewish 
I Halloween [C Islam 
hae maa F C Other Religions 
z leaning ommuni Religion (miso 
psi I Clothes [E World aion (miec) 
I Descriptive T Cooking/Kitchen T Restaurants Verbs — 
T Feelings T Gardening/Nature States | | I All Verbs 
ene Grooming I Other Places I Common Actions 
i T Other Home —— == 
T Aids = r Sports/Games — 
I Body Parts A Social: I Games Clear All Standard Categoria 
E epii es ae Sports 
lealth Problems ‘Comm. Clarifiers I Swimming/Beach H j; 
I Sexuality I GreetingsWrap-ups I Hokey Pokey 
P Seal F Gretnae F BakeyPakey o | show yaa Click here to show/edit 


Cancel 


Click on Show My Categories. 


the user categories. 
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To enter a category name, check the Unlock Category Names box. 
You can then type a category name in the correct field. 


> My Categories ————~~~~~~~~~~~~~~ ~My Categories 
M User Category 1 E [Farm Animais 
M User Category 2 E [User Category 2 
I User Category 3 [[UserCategoy3 
I User Category 4 I [UserCategoy4 
I User Category 5 [[UserCategoy5 


M User Category 6 
M User Category 7 


J” Unlock Category Names IV Unlock Category Names 
x 
r My Categories 

[Farm Animals I [User Category 15 
I [User Category 2 I | User Category 16 
B User Category 3 E User Category 17 
I [User Category 4 I [User Category 18 
m User Category 5 E User Category 19 
I [User Category 6 I [User Category 20 
I [User Category 7 I [User Category 21 
I [User Category 8 I [User Category 22 
I [User Category 9 I [User Category 23 
I [User Category 10 I [User Category 24 
L User Category 11 E User Category 25 
L User Category 12 E User Category 26 
I [User Category 13 I [User Category 27 
I [User Category 14 I [User Category 28 

0 Symbols belong to this category. Clear All My Categories 

Cancel I Unlock Category Names 


Click to edit category names Show custom categories Show standard categories 


Clear All My Categories | eae | 


Unchecks all user categories Cancels all selection Returns to the symbol/ 


7 ee Show My Categories | Show Standard Categories | 


changes name category window 


Check the Unlock Category Names box so the names can be edited. 
In an available user category, type a name for your new category. In this case, “Farm Animals.” 
Check the new “Farm Animals” category to assign the current symbol to that category. 


Click on the OK button when finished. 
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MJ Symbols\\Nouns4_1 xÍ 
Assign Names and Categories to This Symbol  ----------; > 
Names Categories 


First, Choose a Language 


Search Language 
English (US) X [ee (US) 


cow a Categories are always displayed 
using the Search Language 


which can be changed in the Paste | 


Language Settings Dialog. 


Import... | 


l- 
Add a Name | 


Remove Selected Name | Assign Categories 


Cancel | 


The current symbol is now a part of the new “Farm Animals” category. Click on the OK button. 


2 me 


Symbols that could be assigned to the new “Farm Animals” category 


O) 


Locate and assign each appropriate symbol to your new category. 


Note: Plan your user categories carefully. There are only 28 user categories. Assigning symbols to a new 
category is time consuming. If you use all 28 categories and then have to change an existing user 
category, you will have to remove the unwanted category from all the symbols that were assigned to it 
before you change its name and start adding the new category to the correct symbols. 
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Enlarging the Symbol Finder Window 


Boardmaker with SDP - [Untitled 1] Symbol Finder 


Maximize 
button 


7 
Symbol Finder 
Settings button 


The Symbol Finder can be enlarged to give you a larger view of the symbols. This is useful when using the 
Marquee/Lasso. 


To enlarge the Symbol Finder, click the Maximize button. The Maximize button is then replaced by the 
Restore button and is used to return the Symbol Finder to its normal size. 


You can set the size of the enlarged Symbol Finder by clicking on the Symbol Finder Settings button, then 
selecting a magnification in the Magnification for Enlarged Window box popup. 


Selecting the Display Option for Symbol Names 


The Symbol Finder can be set to display the symbol names above the symbol, below the symbol or not at all. 


Symbol Finder Settings p 


F Line 1 Language [En lish (US ~] Line 1 Size 
Select the display i = = ae 
i Line 2 Language [Hidden ~] Line 2 Size 
option for the i 
bol “a [English (US) ~] 
Sy! mboi Names. ifi > ad Wi [200 7] % Language Settings... | 


Use Color Symbols z C Labels on top 
@ Use Black & White Symbols 


Cancel | 


To change the symbol names display option, click the Symbol Finder Settings button then select the desired 
option. 


Note: When the No Labels option is selected, the Linel and Line2 language settings are preserved, but 
appear grayed out and are unselectable. 
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Selecting the Black & White Color Libraries 


You can choose to use either the color or black & white symbols on your boards (assuming both sets are 


installed). 
LL x 


Line 1 Language English (US) v| Line 1 Size 18 


Line 2 Language [Hidden | Line 2 Size 14 ~ 


Search Language [English (US) ~] 
Select which symbol Magnification for Enlarged Window [200 7] % Language Settinas... | 


set to use. 
C Use Color Symbols @ Labels on top 
@ Use Black & White Symbols Labels on bottom 
No labels 


Corcel | 


To switch symbol sets, click on the Symbol Finder Settings button, then select the desired option. 


Symbol thumbnails will always appear in color, even if the Use Black & White Symbols option is selected. 
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Chapter 3 
Working with Button Text 


Chapter Overview Bij Bit 


You can use the Text Tool and Text menu to edit text above a symbol or add text directly to a button or the 
background. This chapter will show you how to work with the text on your boards. 


The following topics will be covered: 


e Adding text with the Text Tool e Repositioning text fields 
e Editing symbol names with the Text Tool e Changing the text color 
e Setting the text font, style, and size e Changing the text settings on multiple buttons 


e On-screen keyboard 


Create buttons or boards with only text. 


Use the Text Tool to cats dogs 
change a symbol’s name. 
like 
pil si You candy | | broccoli 
like 
We him her 


You can change the font, size, style, and color of the text 
on all selected buttons in one step. 


person 21 


run jump 


Se 
SS 


walk hop 


Ican 
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Adding Text with the Text Tool 


INA em: 
Tae | 


Select the Text Tool. Click with the I-beam cursor where 
you want to type text. 


The blinking insertion cursor marks 
your position in the text field. 


I 


| want 


Type your text. 


Repositioning Text Fields 


tet} k OC = 


Select the Pointer Tool. Click and drag the text field to a 
new position. You may also use the 
keyboard arrow keys to nudge the 
text field around. 
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Tip: You can also click and 
drag on the top or 
bottom of a multi-word 
text field to resize the 
text block. 
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Editing a Symbol Name with the Text Tool 


NJA en: pi 


Select the Text Tool. 


Click with the I-beam cursor on the symbol name, then type the new 
name. 


Note: The first time you click on a text field with the I-beam cursor the entire text field will be selected. 
The second click places the insertion cursor. A double-click will select a single word. 


Tip: Right-click on any text with the pointer, and select Edit Text from the contextual menu to edit 
the text. Move the I-beam cursor off the text and right-click again to select the Pointer Tool to 
stop editing text. 


Changing the Text Color 


OW =| 


Select the text field using the Text Select the Color Tool. Click the desired color in the 
Tool or Pointer Tool. Color Palette. 


Tip: You can change the color of text with the Pointer Tool by right-clicking on the text and selecting 
the color from the Font Color submenu. 


Tip: Use the eyedropper to set a custom color for the text by clicking on any color on the board. For 
more information, refer to Color Tool in Chapter 7. 
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Setting the Font, Style, and Size 


Select the text to be 
changed using the Text 
Tool or Pointer Tool. 


2x! 


_ Font... 
-Justify > OK | 
| 9 Cancel | 
| O Arial Narrow 
10 O Book Antiqua 
12 O Bookman Old Style 
O Century Gothic 
v 14 O Comic Sans MS 
16 
EES ee ae 
J Strikeout 
20 | 
I Underline Aa B bYyZz 
24 
Color: 
z E Black Script: 
= [Westem x] 
72 


Other...(60) 


The font size can be set within Select Text > Font to change the settings for 
the Text menu. the Text Tool or a selected text field. 


Note: You can change the default font, style, and size used by the Text Tool by first double-clicking on 
the Text Tool, then selecting Text > Font and making the desired changes. 


Tip: You can quickly increase or decrease the font size by one point by using keyboard shortcuts. "+" 
will increase the size, and "-" will decrease the size. 
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Changing the Text Justification 


Text Dynamic Buttons Dynamic E 
i Jennifer 
Martin 


Select the text field using the Text Choose Text > Justify, and then The text in this example is now 
Tool or Pointer Tool. choose the alignment you want centered. 

from the submenu. In this 

example the Center option has 

been chosen. 


Tip: You can change the alignment of text with the Pointer Tool by right-clicking the text and choosing 
the alignment option you want from the Justify submenu. 


Changing the Text Settings on Multiple Buttons 


big little | Text Dynamic Buttor 
_ Font... 
`~ Jj C] -Justify > 
O s 
8 . = 
12 
v 14 


Select the buttons whose text will Make the desired changes in the All selected buttons will reflect 
be changed. Text menu. the text change. 


Note: If you are increasing the text size on your buttons by a significant amount, the text may appear 


behind the top portion of some symbols. It may be necessary to resize or reposition some symbols 
within their buttons in order to avoid clipping the text. 
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Chapter 4 


Working with Symbols on a Board 


Chapter Overview [RN Bi 


A symbol on a button can be easily replaced, added to, resized, moved, or deleted. This chapter will show 
you how to manipulate the symbols and create your own symbols. 


The following topics will be covered: 


e Replacing a Symbol on a Button 
e Resizing and Repositioning a Symbol 


e Clearing Symbols and Text from Selected 
Buttons 


Quickly replace a button’s 
symbol and text. 


hamburger 


e Adding an Additional Symbol to a Button 


e Using a Portion of a Symbol (Marquee/Lasso) 


Position multiple symbols on a 
button to make a new symbol. 


Big Meal Deal 


je 


Quickly clear the contents 
of any selected buttons. 


cereal 


A 


oatmeal scrambled egg 


Ke 
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Replacing a Symbol on a Button 


64 


Search for a new symbol in the Symbol 
Finder. -oxi 
cheeseburger O ean 
cheeseburger 


Using the Placement Cursor, click the 


tton wh | will laced. | l fe | 
button whose symbol will be replaced ? 7 $| A a] 
cheeseburger k] 


Placement Cursor 


Click the Replace button to confirm the 
action. 


This button already has items on it. 


Do you want to replace them with the current symbol or 
add this symbol to the button? 


Add To Cancel | 


The new symbol and text will replace the old 
ones. cheeseburger 
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Adding an Additional Symbol to a Button 


Search for the symbol you want to add. 


Press the Tab key to move to the Alternate 
Symbol Names field, then press the 
Backspace or Delete key to remove the 
symbol text. Remove the symbol label to 
prevent adding an additional label to the 
button. 


Alternate Symbol Names Field 


Delete this text to temporarily 
remove the symbol’s text. 


Using the Placement Cursor, click the button 
that will receive the additional symbol or click 
and drag out a marquee box that will 
determine the size and position of the 
additional symbol. 


Placement Cursor 


Click the Add To button to confirm the 
symbol additi on. This button already has items on it. 


Do you want to replace them with the current symbol or 
add this symbol to the button? 


Replace | Add To Cancel | 


The new symbol is added to the button on top 
of the previous symbol. 


Add another symbol or click on the Pointer 
Tool to resize and reposition the symbol you 
just added. 
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Resizing and Repositioning a Symbol 


Select the symbol to resize. 


Note: If there are multiple symbols on top of 
each other on the button, the first click 
selects the symbol on top, the next click 
selects the next symbol down, etc. 


Move the pointer over any portion of the dashed 
selection box. The pointer will become a double 
arrow. 


Double 
arrows are 
used to 

resize. 


Click and drag the lower right-hand corner to resize 
the symbol. cheeseburger 


Tip: Hold down the Shift key while resizing 
the symbol to maintain the symbol’s 
proportions. 


Tip: Ifthe symbol gets distorted as a result of 
resizing it, right-click the symbol and 
select Restore Proportion to return the 
symbol to it original aspect ratio. 


If necessary, move the pointer over the symbol, 
then click and drag to reposition the symbol. cheeseburger 


Tip: You can change the order in which the 
symbols are stacked on a button by 
selecting a symbol, then selecting 
View > Send To Back in the View or 
contextual menu. 
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Using a Portion of a Symbol (Marquee/Lasso) 


Selecting a Portion of a Symbol 


= 10) x| 

[. s —| 
sirawoery shake id Se 
' Sal oh 171 5 


Select a freeform region 
with the Lasso. 


Select a rectangular 
region with the Marquee. 


Click either the Marquee or Lasso button then click and drag to select the desired portion of a 
symbol. 


Placing the Selection 


-ioii 
m [22 — 


Meal Deal 


i 


> i EEEE JE Completed button 
aj - (after resizing and 
ae WF |; SIE positioning). 


cheeseburger 


strawberry shake 


You can click with the Placement Cursor or press the Enter key to place the symbol on the next 
blank button. You can also click and drag out a marquee box with the Placement Cursor to set the 
position and size of the selected portion of the symbol within the button. 


To learn how to save a new symbol in the Symbol Finder, please refer to Chapter 8 - Adding New 
Symbols or Photos to the Symbol Finder. 
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Clearing Symbols and Text from Selected Buttons 


Edit View Text Dynamic Buttons 
Undo Move Buttons Ctrl+Z 


| want cereal | want 


| S Ctrl+x 
| Copy Ctrl+C 
Paste Ctrl+V 
Delete Delete 
Select All Ctrl+4 


Select Group 


oatmeal scrambled eggs Swap Buttons 
Shuffle Buttons 
4 GD 
( lÀ E P Edit Board Actions 
K Edit Macros 


Symbolate Properties 


Select the buttons whose symbols Choose Edit > Clear or right- 

and text you want to clear. click on one of the buttons and 
choose Clear Buttons > Face 
from the contextual menu. 


The cleared buttons are ready for 
new symbols. 
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Chapter 5 
Working with Symbolate Buttons 


Chapter Overview Bij BW 


Symbolate buttons provide a quick and easy way to create symbol-adapted sentences, stories, direction strips 
and other instructional materials and aids. As text is typed into a symbolate button, appropriate symbols will 
appear above each word. By design, text and symbols cannot be moved around in symbolate buttons, but in 
most other respects, symbolate buttons are similar to standard buttons. Their background color, border 
thickness, corner setting, font size, style and color can be set in the usual fashion. They can be positioned 
and resized according to your needs. In Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro, 
you can assign a subset of actions to these buttons, including the new Read With Highlighting action 
designed specifically for symbolate buttons. 


The following topics will be covered: 


e Creating a Symbolate Button e Editing Symbolate Text 
e Changing the Symbol for a Word-Symbol e Making New Word-Symbol Pairs 
Pairing 


e Changing the Font and Symbol Size 


e Changing the Default Word-Symbol Pairin 
Eme y £ e Changing the Text for a Word-Symbol Pairing 


e Changing the Text Position . : 
e Setting the Button’s Symbolate Properties 


e Changing the Font and Symbol Size 
e Read with Highlighting Action 


@ MJ News.com sr 

eadiines 
weather Sys " Symbolate 
& @ ay button 


Sunny AM 


Symbolate 
buttons 


Showers PM 


Ll Entertainment 


ie xÀ 


Neon Chief to play solar system are Mercury, Venus, Earth, 


@ > Ga + Sie | * ae tt 
at the Casbah +@ * re x @ 


E! Bw Mars, Jupiter, Saturn, Uranus and Neptune. 


Saturday night. 


Quickly create symbol-supported learning activities like this current events page using the Symbolate 
Tool. The symbols automatically appear as you type. (Many of the symbols shown above come from 
the optional PCS addendum libraries.) 
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Creating a Symbolate Button 


Select the Symbolate Tool in the toolbar. 


Click on the background where you would like to 
start typing. 


A new symbolate button will extend from the 
location where you have clicked to the right edge of 
the board. You will be able to adjust the width of the 
button later. A symbolate button's height is 
automatically determined by its font and symbol size 
settings. 


Tip: Click and drag horizontally with the 
Symbolate Tool to set the initial width of 
the symbolate button. 


Begin typing in the new symbolate button. If there is 
a valid word-symbol match, then the symbol will 
appear as each word is completed. 


The text will automatically wrap when it reaches the 4- po oo. = O 
right edge of the button. You can move to a new line Astronomers today said is not 
at any time by using the Enter (or Return) key. A ® p> 8 

There is no limit to the amount of text you can type A ee a 

into a symbolate button. However, you are limited to cs 

what you can see by the dimensions of your board. 


Pluto 


Tip: To access symbols that are paired with multi-word phrases (like “solar system”) you must 
type “solar system.” The underscore (“_”), which will appear as a space, prevents the 
program from attempting to symbolate the first word. 


Note: You can apply standard button appearance options such as border thickness and color, 
background color and shadow borders to a symbolate button. 
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Editing Symbolate Text 


Select the Symbolate Tool and click on the text you 
want want to edit. The symbolate button will behave 


like a very simple text editor. Ea Oy E 
raia 


Tip: Right-click a symbolate button and choose Astronomers todBy sai 
Symbolate Tool from the contextual menu 
to edit the text. Use the Symbolate Tool 

to edit symbolate text. 


Eo G- 


Astronomers mji 
Note: Although you can use standard techniques 


to select text (for example, clicking and You can not click and drag 
. to select multiple words. 
dragging across the letters you want to 


select), your selection cannot span multiple 
word-symbol pairs. 


Once the text cursor is positioned, text can be 
inserted and deleted as in any word processor. Move 
around within the text by repositioning the cursor or 
by using the arrow keys. 


The program will automatically re-symbolate the text 
as it is changed. 


You can prevent the application from automatically CNN ALE 
re-symbolating the text by holding down the Alt key planet planets 
while you type. Refer to the Changing the Text for a 

Word-Symbol Pairing section for more information. 


Click between two symbolate word-symbol pairs to 


insert new text. Ee Oy: 


Astronomers E iiy 


W e Pio 


Astronomers the University| ae 
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Changing the Symbol for a Word-Symbol Pairing 


The program uses a set of pre-defined word-symbol pairings and symbol library searches to determine the 
symbol that will first appear when a word is typed. The first symbol that appears will not always be appropriate 
for the context of the word. In this situation you can manually step through the candidate symbols (i.e., all 
symbols paired with the word). 


The symbol for “saw” is 
not correct for the context. 


Using the F1 and F2 Keys 


With the Symbolate Tool, click on the word or symbol you want to change, then press the F2 or F1 keys to 
step forward or backward through any candidate symbols paired to the word. This can also be done for the 
last word you typed. 
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Using the Symbolate Candidates Dialog 


With the Symbolate Tool selected, double-click on the symbol (not the word) that you want to change. The 


Symbolate Candidates dialog will appear. 


Click on the appropriate candidate symbol then click the OK button. 


Add New Symbol 


Make Default | 


—— 


Tip: Double-clicking on the appropriate symbol will automatically select the symbol and close the 
Symbolate Candidates dialog. 


Tip: Selecting a word and pressing the Esc key will also open the Symbolate Candidates dialog. 


Note: This symbol change only applies to this instance of the word. If you want to make this symbol the 


new default for the word, click the Make Default button. 
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Making New Word-Symbol Pairs 


You have access to a large number of PCS symbols in the libraries provided with the program and through the 
optional PCS addendum libraries, but there will be words that will not have any paired symbols. This will be 
especially true for names, places and other proper nouns. In this situation, you can manually make a new word- 
symbol pairing. 


Astronomers use telescopes. 


There is no symbol associated with “astronomer.” You will need to make a new word-symbol pairing. 


Using the Symbolate Tool, double-click above the 
word (where a symbol would be) to open the T g F 
Symbolate Candidates dialog. 
Astronomers use telescopes. 
Tip: Selecting the word and pressing the Esc key Double-click above a word lo create 
will also open the Symbolate Candidates 


dialog. 


m 


use telescopes. | 


Click the Add New Symbol button. This will open a 
special version of the Symbol Finder. 


Click on the Add New 


Symbol button to 
search for a symbol to 
pair to the word. 


Search for the symbol that you would like to pair 
with the word (shown in the Label field). 


| Astronomers use telescopes. 


Click the OK button when you have located the 
appropriate symbol. 


4 
am 
KeA 

stars E 
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The “stars” symbol is now paired with the word 
“astronomer.” Click the OK button. The newly 
paired symbol will appear in the symbolate button. 
This new word-symbol pairing will be remembered 
by the program for future use. 


Tip: Import photos into the Symbol Finder to 
make them available for use in symbolate 
buttons. The name(s) you provide for the 
photo will determine its automatic word- 
symbol pairing. 


Astronomers Astronomers 


ma 7 


se 


telescopes. 
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Changing the Default Word-Symbol Pairing 


You may want to change the default word-symbol pairing to a more appropriate symbol or imported photo, or 
to set the default so that no symbol appears initially. This can be accomplished using the Symbolate 


Candidates dialog. 
K —A & eS 
\ <= 


Jupiter is huge planet. 


In this example you might want to change the default word-symbol pairing so no 


“nD 


symbol appears for the word “a” and find a better symbol for the word “huge.” 


With the Symbolate Tool, double-click the symbol K- ; 
for the word-symbol pairing to be changed. This will Ee) š — A ga © | 
open the Symbolate Candidates dialog. oe ered nal 


saat Candidates 


Ada 


Symbols that are already paired to the word. 


Click the symbol you want to become the new Hi, 
| 
i 
l 


default then click the Make Default button. @ — A & j 


Jupiter is huge planet 


Select the No Symbol entry in the candidate list to ‘Symbolate Candidates 
prevent the application from displaying a symbol for Adi Now Symbol | 


the word. n 


Click OK to save the changes. 


Note: Use the Remove Symbol button to remove 
a candidate symbol from the list and prevent 
it from appearing when pressing F1 or F2 to 
step through the word-symbol pairs. 
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Changing the Text for a Word-Symbol Pairing 


Temporary changes can be made to words and phrases in existing word-symbol pairs. This can be done using a 
keyboard shortcut or through the Symbolate Candidates dialog. 


study stars. 


In this example you might want to change 
the word “Man” to a person’s name. 


Note: Changes to the text in a word-symbol pair are temporary and only apply to that word-symbol pair. 
Tip: For specific people, places or things, import photos into the Symbol Finder to make them available for 
use in symbolate buttons. The name(s) you provide for the photo will determine its automatic word- 


symbol pairing. 


Using the Symbolate Candidates Dialog 
Using the Symbolate Tool, double-click the symbol whose word is to be changed. 


Type the new word or phrase in the Label field. Click OK when finished. 


Su Ae Edit the label to only change the 
: _ text for this word-symbol pair. ANEA 


Remove Symbol 


>| Cancel 


TT 
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Using the ALT Key 
With the Symbolate Tool, select the word you want to change. 


While holding down the Alt key, type the new text for the symbol. Holding the Alt key prevents the 
application from attempting to re-symbolate the text. 


to study stars 


Hold the Alt key while typing to directly 
edit the text without changing the symbol. 


Click elsewhere in the button when finished. 


Changing the Text Position 


The text in a symbolate button can appear on top of or below the symbols. 


Astronomers today said that Pluto is not 
dah, ee ee 
Be Os | od cn i ma S 
at Copy Button Qo 
¢ 1 s ‘| Paste Look 
ere ee AE 
a planet. Font Sizes > 
Font Style > 
Font Colour » 
S&S Font... 
Symbol Size > 
Justify > 
Autofit Border 

Right-click on the Symbolate Properties +» 

Button to adjust the text position. Symbolate Properties 


Note: This change only affects the current button. To change the text position for all future symbolate 
buttons, make sure nothing is selected, then change the setting by choosing 
Edit > Symbolate Properties. 
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Adjusting the Button Border 


It is not uncommon to have a gap between the right border of a symbolate button and its contents. The border 
can be adjusted either manually or by using the Autofit Border option (contextual menu). Each option yields a 
slightly different result. 


At 
Fea Oo B 
` 
ont 


Astronomers today said Pluto 


After entering the text, a gap is present 
between the text and the right border. 
Adjust the right border to improve the 


appearance of the button. 
a planet. 


Manual Resizing 
Using the Pointer Tool, click and drag on the left or right border to resize the button. The text and symbols 


in the button will not change as you change its width. The height of the entire symbolate button will change 
to accommodate its contents. 


a oA 


Astronomers today said Pluto 


pe] Click and drag on the 
right or left border to 


a planet. resize the button. 
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Autofit Border 


Right-click the symbolate button and select Autofit Border from the contextual menu. This will fit the 
border to leave a consistent margin around its contents. This option will never change the top or bottom 
border of the button. 
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al 
PRY Symbolate Tool % 
re - Cut Button © a 
A Copy Button 
á L] Paste Look 
astronomers today said Stn __’ fluto is 


Font Sizes > 

Font Style > 

Font Colour > 

Font... 

Symbol Size > 

Text Position > 
not a planet. Justify » 


Properties > 


Symbolate Properties 


Use the Autofit Border 
option to fit the border 


for a consistent margin. O & 
not 


a planet. 


Astronomers today said Pluto 
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Changing the Font and Symbol Size 


Astronomers today said that Pluto is 


` r 
` ve 
Fas +o — 
A Fai * 
Symbolate Tool 
not a planet. aa 
Copy Button 
Paste Look 
O An 
Font Sizes > 
Font Style > 
Right-click the Symbolate ean ae 
button to adjust the font Symbol Sæ > 
settings. ee 
Justify 
Autofit Border 
Properties 
Symbolate Properties 


As with any text, you can adjust the font size, color, style and justification in a symbolate button. All of these 
settings are available in the contextual menu that can be opened by right-clicking the symbolate button. Many 
of these options can also be found in the Text menu. 
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Setting the Button’s Symbolate Properties 


A convenient method of setting the properties of the symbolate button is to use the Symbolate Properties 
dialog . 


Note: A few of the more commonly used Symbolate Properties are available directly from the contextual 
menu, however, this dialog contains all available properties of a symbolate button. 


stronomers today said that 


y 
G a 
ra ` “a 
Symbolate Tool 
a planet. Cut Button Text position: 


Symbolate Properties i xÍ 


@ 4 


batts Seen i g Set the justification. 
Clear Button > e ti B1Ex Text on bottom 
~ | position. 

ce K Justify: Specify a set 

Font Color , symbol size. 
Contextual Sabo Symbol size (inches): 0.75 
menu Symbol Size > 

Text Position > 

Rs if 8 Line spacing: [Medium | 


[P Make all symbols the same width 7 
Set the line 


Use My Default Settings spacing — 
small, medium 


Diet | or large. 


Restores your default 


Symbolate Properties 


Make all word-symbol 
pairs the same width, 
based on the widest 
pair. 


settings if you have 
made setting changes. 


Note: You can define your personal default properties for symbolate buttons by choosing 
Edit > Symbolate Properties and modifying the default values. You can restore your default settings 
to the factory default settings for symbolate buttons by by choosing Edit > Symbolate Properties 
and clicking on the Restore Factory Default Settings button. 
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Read with Highlighting Action [SW] 


In Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro, you can choose to read symbolate 
buttons aloud. Each word-symbol pair will be highlighted as it is spoken. 


Double-click the symbolate button and select the Read With Highlighting action in the Basics action category 
in the dialog that appears. By default, the entire word-symbol pair is highlighted as it is spoken. Check the 
Highlight Text Only box to highlight just the text. 


Symbolate Button Actions 


Basics | Messages | Board Change | Text & Cursor | Message Files | Settings | Variables | Quick Actions | Cool Stuff | 


Action Menu General Help Assign Remove Order Insert 
Speak Message 

Read With Highlighting This action speaks the text on the button while highlighting each word as it is 
Type Message Le spoken. 

Play Recorded Message 

Change Board 

Change Board Back 

Text Preview 

Spoken Preview 

Recorded Preview 

Clear Message Display 


Assigned Actions Action Details 
Read With Highlighting Use Button Text: <empty> E Highlight Text Only 


Note: This action is only available on symbolate buttons. 
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Chapter 6 
Working with the Board Layout 


Chapter Overview [i] Bi 


The program contains a variety of useful features that make it easy to change the appearance of a board by 
quickly scaling and rearranging the content of buttons, aligning and centering symbols and text. 


The following topics will be covered: 
e Resizing Individual Buttons and Their Contents ¢ Resizing Multiple Buttons 
e Swapping Button Content and Appearance e Shuffling Buttons 


e Anchoring Images and Symbols on the 
Background 


| Shuffle the content of selected buttons. | the content of selected buttons. Align groups 
of items. 


3 OH 


Resize multiple buttons and their contents. 


Soe 
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Resizing Buttons and Graphics 


Resizing a button 

| wart 
The double arrow 
is for resizing. 


Select the button to be resized. 


Move the pointer over any portion of the 
dashed button border. The pointer will 
become a double arrow. 


Click and drag to resize the button. 


Notice that the symbol and text don’t 
resize with the button. 


Resizing the Symbol and Text | WANT 


Use a similar procedure to resize the 
symbol as necessary. 


Select the text field, then select an 


appropriate font size in the Text menu. 5 
ont.. 


Use the pointer to reposition the text field 
as necessary. 
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Resizing Multiple Buttons 


Multiple buttons on a board can be resized 
together using the same methods as described 


for single buttons. 


1 Select the buttons to be resized (using the 


Pointer Tool while holding down the Shift 
key or click on the background and drag out a 
marquee box that touches all the buttons). 


| want | want 
By gy Select the buttons 


| want to talk to you 


to be resized. 


Press the Ctrl key. A red dashed border will 


appear around all the selected buttons. 


While holding down the Ctrl key, click and 
drag the red dashed border around the selected 
buttons to resize them and all of their contents. 


2 To resize the buttons, symbols and lines while 
leaving the text the original size, hold down 
both the Ctrl and Alt keys at the same time 


you click and drag. 


Note: As with resizing single buttons, 


holding down the Shift key will force 


the buttons to be resized 
proportionally. 


| want to talk to you 


Resized with the 
Ctrl key held. The 
text resizes. 


| want | want 


es) 


Resized with the Ctrl 
+ Alt keys held. The 
text does not resize. 
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Swapping Button Content and Appearance 


Button content (symbols, text and lines) and appearance (color, border color, border thickness, etc.) can 
easily be swapped between two buttons. If the buttons are different sizes, the content will be scaled to fit the 
button. 


7) Ah 


Using the Pointer Tool, select the Hold down the Alt key and click The buttons will exchange 


first button you want to swap. and drag the button on top of the positions. Each button will scale 
button you want to swap it with. accordingly, but will maintain its 
appearance. 


Note: You can also swap buttons by choosing Edit > Swap Buttons. Both buttons have to be selected first 
(hold down the Shift key and click on each button). 


Note: For Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro users, all button actions 
associated with the buttons will also be swapped. 


Tip: Ifyou are interested in just moving the appearance (button and border color) from one button to 


another, but not the content of the button, you can copy the button and use the Paste Look option 
(refer to the in-application Help Topics). 
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Shuffling Buttons 


The content (symbols, text and lines) and appearance (button color, border color, border thickness, etc.) of 
multiple buttons on a board can be shuffled easily using the Shuffle Buttons command in the Edit menu. 


sand castle lifeguard beach chair beach umbrella 


wk 


sailboat sandals 


sunglasses 


&e 


Select all the buttons you want to 
shuffle with the Pointer Tool. 


Edit View Text Dynamic Buttons 


Can't Undo 


Gritz 


| eae 

| Copy 
Paste 
Delete 
Clear 


Ctrl+x 
Ctrl+C 
Ctrl+-¥ 
Delete 


Select All 
Select Group 


Ctri+A 


Swap Buttons: 


Edit Board Actions 
Edit Macros 


Symbolate Properties 


Choose Edit > Shuffle Buttons. 


lifeguard sailboat beach bag 


gp 3 
m 


The contents of all selected 
buttons will be randomly 
shuffled. 


Note: As with the Swap Buttons feature, the shuffled buttons can be of different sizes. The content will be 


scaled appropriately. 


Note: For Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro users, all assigned button 


actions associated with the buttons will also be shuffled. 
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Anchoring Images and Symbols on the Background 


When designing a board that includes background images, accidentally selecting those background images 
can be a nuisance. To prevent accidental selection, right-click the background image (or images) and choose 
Anchor Picture on Background from the contextual menu. 


Boardmaker with SDP - [My Main] 


Cut Image KẸ) Fie Edit View Text Dynamic Buttons DynamicBoards Help 
Copy Image DMAE 
Flip > 

Rotate » 

Zoom » 

Restore Proportion 


Send To Back 
Anchor Picture on Background 


Anchoring the image on 
the board background 
prevents you from 
accidentally selecting it. 


When this property is set, the background image becomes non-selectable while using the left mouse button. 
To reset the property, simply right-click on it again and deselect the Anchor Picture on Background 
option. 
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Chapter 7 
Working with the Paint Tools 


Chapter Overview [i] Bi 


You have access to a set of paint tools that can be used to change the appearance of a selected symbol. You 
can quickly add lines, change the color of a face, erase an unwanted portion of a symbol, and much more. 


The following topics will be covered: 


e Paint Tools at a Glance e Important Paint Tools Information 

e Transparency Color e Pointer Tool 

e Pencil Tool e Eraser Tool 

e Color Tool e Thickness Tool 

e Fill Tool e Fill All Tool 

¢ Invert Tool e Flip Horizontal Tool and Flip Vertical Tool 


e Rotate Tool 


Change a symbol’s color Draw on the symbol. 


| like that | like that happy happy 
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Paint Tools at a Glance 


Pointer Tool 


Color Tool 

Line Tool 

Zoom In Tool 
Zoom Out Tool 

Flip Horizontal Tool 
Pencil Tool 


Flip Vertical Tool 


OFOIOIOQISIOLO 


Eraser Tool 
Rotate Tool 
Fill Tool 
Invert Tool 
Fill All Tool 
Marque Tool 


Lasso Tool 


Note: The paint tools will appear only after you select a symbol with the Pointer Tool. 
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Important Paint Tools Information 


Conversion to Bitmap Format 


The PCS library contains metafiles (scalable line drawings) that cannot be directly edited. The symbols must 
first be converted into a bitmap format before the paint tools can be used. 


I like that xi 


To use the Paint Tools on this metafile picture, it must first be converted to a bitmap. 
This cannot be undone. 


Do you want to convert it? 
ey —_> 
A 


V Show conversion warnings 


No | 


Note: Once a symbol is converted into a bitmap format it will lose some print quality. The curved lines in 
the symbol will no longer print smoothly, but will appear jagged. 


When you first select a paint tool to use on a selected symbol, the dialog box shown above will appear. Click 
Yes to change a picture to a bitmap format and start editing it. 


Limited Drawing Area 


When you select a symbol, it is surrounded by a dashed selection box. This selection box defines the 
available drawing space in which you can use the paint tools. 


| like that 


As you draw a line, the pencil 
(and all other paint tools) will 
not work outside of the 

dashed selection box. 
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Transparency Color 


Symbol Transparency 


When a symbol is converted to the bitmap format (by using a paint tool), any portion of the selected symbol 
that is white will become transparent to the button background color. If you select the Color Tool before 
selecting the Pencil Tool, Fill Tool, or Fill All Tool, you can change the transparency color. Typically, you 
will want to leave white as the transparency color. 


When the transparency 
color is changed, the white 
regions become visible. 


The new white region 
is transparent to the 
background. 


Using the eraser, 
another white region is 
created in the symbol. 


All the PCS 
have white 
backgrounds 

when selected. 


Imported Picture Transparency 

When importing pictures into the program, you may find it necessary to change the transparency color for 
that picture. If a portion of the imported picture is white (the transparency color), the background will be 
visible through the picture. To correct this, you will need to select a different transparency color by first 
selecting the picture and then selecting an obscure color using the Color Tool. 


With the transpar- 
ency set to bright 
green, none of the 
background is visible 
through the picture. 


When the transparency 
color is white, the back- 
ground shows through 
the picture. 


Tip: If you want to drop the background out of an imported picture, paint the unwanted portions of the 
picture with the transparency color. 


Painting the wm ES This portion of the 
unwanted back- Piki picture is now 
eae transparent. 


ground with the 
transparency color. 
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Pointer Tool 


The Pointer Tool is used to select and move symbols, text, and buttons. When you select a symbol with the 
Pointer Tool, the paint tools palette will appear in place of the standard toolbar. 


Double-click the Pointer Tool (or single-click the Pointer Tool if it is already selected) to make the standard 
toolbar reappear. 


[n] 


Pointer Tool 


Click the symbol to 
select it. 


Paint toolbar. 
(dragged into 
a vertical 

orientation) 


appetizers 


Pencil Tool 


The Pencil Tool is used to draw on a selected symbol or picture. Use the Color Tool and/or Thickness Tool 
to set the color and line thickness before using the Pencil Tool. 


carve 


Use the Pencil Tool 
to draw on a selected 
symbol or picture. 


Pencil Tool 
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Eraser Tool 


The Eraser Tool is used to erase a portion of a selected symbol or picture. Use the Thickness Tool to 
change the thickness of the Eraser Tool. 


grilled cheese grilled cheese 


Use the Eraser Tool 
o to erase a portion of 
a selected symbol or 
Eraser Tool picture. 


Color Tool 


The Color Tool is used to display the Color palette. It changes the color used on the selected paint tool. 
If you select the Color Tool before selecting the Pencil Tool, Fill Tool, or Fill All Tool, the color you select 
will become the new transparency color. Please refer to the Transparency Color section. 


Identifies where the 
color will be applied. 


w R] Select the desired 
C] color. 
B ORA 


Tip: Use the eyedropper to set the color for the selected tool by clicking on any existing color on the board. 


Color Tool 
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Thickness Tool 


The Thickness Tool is used to display the thickness palette. When using the paint tools, it only affects the 
Pencil Tool and Eraser Tool. 


Eraser shown with a Eraser shown with a 
larger thickness. smaller thickness. 


appetizers 


E 


sÉ 


Thickness Tool 


Fill Tool 


The Fill Tool is used to fill a selected portion of a symbol or picture with the chosen color. The selected 
color will flow through that portion of the symbol until is encounters bordering colors. 


Fiy | 
P 


Fill Tool 


Color Tool 
=E= and palette 


The selected portion of the 
symbol will be filled with the 
chosen color. 


Position the tip of the paint 
pouring from the can over 
the portion of the symbol 
you want to color and click. 


Note: To avoid accidentally changing the transparency color, select the Fill Tool before selecting a color 
with the color palette. (Refer to the Transparency Color for section more information.) 
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Fill All Tool 


The Fill All Tool is used to replace all instances of a color throughout a symbol with the chosen color. 


Piy: 
E 


Fill All Tool 


Color Tool 
=E= and palette 


Position the tip of the paint All areas of the same 
pouring from the can over color will be filled with 
the color to be replaced the chosen color. 
throughout the symbol. 


Note: To avoid accidentally changing the transparency color, select the Fill All Tool before selecting a color 
with the color palette. (Refer to the Transparency Color section more information.) 


Invert Tool 


The Invert Tool is used to invert the colors of a selected symbol or picture. This tool is only useful with 
black & white symbols. 


The symbol’s 


colors are 
oa reversed. 


Invert Tool 
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Flip Horizontal Tool and Flip Vertical Tool 
The Flip Horizontal Tool and Flip Vertical Tool are used to flip a symbol along a desired axis. 


Tip: You can also right-click a symbol and choose a flipping option you want from the Flip submenu of the 


contextual menu. 
point si] > 
Flip al Tool The symbol is 
flipped horizontally. 
Rotate Tool 
The Rotate Tool is used to rotate a selected symbol or picture counterclockwise 90 degrees. 


Flip Vertical Tool 


Tip: You can also right-click a symbol and choose a rotate option you want from the Rotate submenu of 
the contextual menu. 


Note: In most cases, the symbol will need to be repositioned in the button after it has been rotated. 


go 
N 
Sl 
À Rotate Tool 
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Chapter 8 
Adding New Symbols or Photos to the 
Symbol Finder 


Chapter Overview Bj M Ea) 


You are not limited to the use of the Picture Communication Symbols (PCS) when creating boards. You can 
copy and paste, or import drawings, clip art, scanned photos, or digital pictures directly into the Symbol 
Finder. The graphics you add to the Symbol Finder will need to be named and categorized so you can 
quickly find them in the future. 


The following topics will be covered: 


Importing Saved Photos or Graphics 
Naming and Categorizing New Symbols 
Library Organization 


Dragging and Dropping Images onto the Board 
Background 


Dragging Images into the Symbol Finder 


Copying a New Symbol from a Button 
Deleting Your Custom Symbols 
Using Drag and Drop to Add Images 


Dragging and Dropping Images from a Web 
Browser 


Dragging Multiple Images into the Symbol 
Finder 
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Pictures from a variety of sources can easily be 
imported into the Symbol Finder for future use. 
=| 


Symbol Finder H 


- 
Digital Pictures 
a 
Clip Art 


Web Images 
A symbol created from other symbols within a 
button can be pasted into the Symbol Finder. 
-iix 


fow 
< E 2 
mAai 
fom E 
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Importing Saved Photos or Graphics 


If you intend to use photos or clip art on your boards, you should import them into the Symbol Finder where 


they can be easily accessed again and again. If you import a photo directly to a button, you will have to re- 
import it or copy it from that button the next time you want to use that photo again. 


With the Symbol Finder visible, choose File > 
Import > Picture. 


ism Edit View Text DynamicButtons Dynamic Boards Help 
New Board Ctri+N 
Open... Ctri+0 
i ï . . Close 
1 Note: The File menu is active, even though = Cais 

i Save As... 

it appears grayed out. save As Template... 
Next Ctri+RA 
Previous Ctrl+La 
Export... » Board Package... 
Print... Ctrl+P Windows Board... 


(Rite adnese Combal le 


Locate and open your saved photo or clip art 
file. 


Import To Drawing... 


Look in: | 9 KUpics 


You can import any files of the following QO 
formats: Bitmap, Enhanced Metafile, Windows Dauer 
2 Metafile, JPEG, GIF, PNG, PICT, and TIFF. G 


My Documents 


My Computer 04020007. JPG 


{ 
File name fo4020007.JPG zl Oen | 


My Network Riles of type: All Image Formats ("jpg:" ipeg:”.gf: png:” bmp: x| Cancel 
Places 


I” Open as read-only 


The imported graphic will appear in the My 


Symbols dialog where you can name and Ay, Symbols ne 
. . * Assign Names and Categories to This Symbol 
categorize it. Please refer to the Naming and sie eran ae AED 
= é g A First, Choose a Language E 
Categorizing New Symbols section in this E 
chapter. Categories are always displayed 
using the Search Language 


which can be changed in the 
Language Settings Dialog. 


Import... 


The newly 
3 imported 


Add a Name picture. 


Campus 


Remove Selected Name Assign Categories 


The new picture must be given a 
name and assigned to a category 
so you can find it later. 
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Copying a New Symbol from a Button 


While these instructions specifically refer to copying a new symbol from a button in the application, 
the basic steps apply if you are copying a new symbol from another application. 


Symbols you create or modify on a button can be 
copied to the Symbol Finder, saving them for future French fies 
use. 


A new symbol created 
by combining other 
symbols. 


Select the symbol you want to save. If it is made 
up of multiple symbols, be sure to select them 


4 all. 


Note: Do not select the symbol’s text name. 


Meal Deal 


To select multiple 
symbols, hold down 
the Shift key while 
clicking each symbol. 


Choose Edit > Copy. [Edit view Text Dynamic Buttons 
Undo Move Buttons Ctrl+Z 
You can also right click any of the selected | ce Ones 
2 items and choose Copy Image from the Paste Ctrl+V 
contextual menu. A aes 
lear 
Select All Ctrl} 


Select Group 


Select the Symbol Finder Tool, then choose ae 
Edit > Paste. 


Note: When symbols are copied and pasted from a button, they are converted into a bitmap and will 
lose some image and print quality. 


The symbol you pasted will appear in a dialog box where it can be named and categorized. Please 
follow the directions in the next section, Naming and Categorizing New Symbols, to complete this 
process. 
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Naming and Categorizing New Symbols 


Once a symbol is pasted into the Symbol Finder, you must assign it a name and a category. 


Naming the Symbol 
My Symbols\Mine x| 
- Assign Names and Categories to This Symbol  ----------; > 
You can assign names w eae 
in other languages. First, Choose a Language Search Language &, 
English (US) X lice: (US) a | 
Names assigned to Eeen piss displayed 
ing t 
the new symbol , wich on be changed in the Paste | 
anguage Settings Dialog. 
Import... | 
Click here to add your E 
name to the arranged list. 
Type your symbol Menine 
name here. | 
Remove Selected Name Assign Categories 


Cancel | 


Type a name for your new symbol in the appropriate field, then click the Add a Name button. You can 
add alternate names to the symbol if appropriate. 


Tip: If you are working in multiple languages, you can add symbol names in each language by 
choosing the languages from the First Choose Language drop-down list. 
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Categorizing the Symbol 


My Symbols‘ Mine ad The new symbol 


pasted into the 


Assign Names and Categories to This Symbol = --------- > 


Nam Categories : 
First, Choose a Language Boreh Symbol Finder. 
English (US) bd [ates (US) 
Meal Deal - Categories are always displayed 


using the Search Language 
which can be changed in the 
Language Settings Dialog. 


Paste | 
Import... | 


Categories 
assigned to 
the symbol. 


Fast Food 


2 f- 
Add a Name Click here to assign 
[Meal Deal a category to the 


Remove Selected Name Assign Categories 
is 


Cancel | 


Click the Assign Categories button. In the categories window, check the category boxes that apply to 
the new symbol. 


Note: When you categorize a symbol, that categorization applies to all languages, not just the 
current language. 


Deleting Your Custom Symbols 


You may delete only those symbols or pictures you have added to the Symbol Finder. Custom symbols and 
pictures are saved in the Mine.pc2 library, which is saved in the My Symbols folder. You cannot delete any 


symbol that is part of the standard PCS that are included with Boardmaker or is not in a library saved in the 
My Symbols folder. 


To delete the currently displayed symbol or picture, click in the symbol preview window and press Ctrl + X 
or choose Edit > Cut. 


Refer to the Library Organization section later in this chapter for more information on the Mine.pc2 library. 
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Library Organization 


The symbol libraries are saved in the Symbol Folder within the program’s folder. There are three separate 
folders for the symbol libraries: MJ Symbols, MJ Symbols - Additional, and My Symbols. 


CI Applications 


en Symbol Finder 
a | MJ Symbols 


—— i MJ Symbols - Additional 


= -a My Symbols 


When symbols are added to the Symbol Finder, they are saved in the Mine.pc2 library which is stored in the 
My Symbols folder. You can share your symbol libraries with other Boardmaker users by moving your 
Mine.pc2 library to the My Symbols folder on another computer. 


Note: You may need to change the name of the Mine.pc2 library you are moving so that you do not replace 


Tip: 


someone else’s custom symbols stored in their Mine.pc2 library. If your computer is set to not display 
file extensions, i.e. “.pe2,” you do not add this file extension when renaming a file. 


By quitting the program, renaming the Mine.pe2 library, and temporarily moving it out of the My 
Symbols folder, you can create an additional custom library. This might make it easier for you to 
share a specific set of new symbols with others. By temporarily removing the renamed Mine.pe2 
library from the My Symbols folder, you will force the program to create a new Mine.pc2 library 
when you add your first new symbol. Once the new Mine.pce2 library is created, you can quit the 
program and move the original renamed Mine.pe2 library back into the My Symbols folder so you 
can add symbols to either of these custom libraries. Symbols are pasted into a custom library in front 
of the current symbol displayed in the Symbol Finder. 
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Using Drag and Drop to Add Images 


Images saved on a computer or found in other programs can be easily imported onto a button or board by 
using the "Drag & Drop" process. A few examples of programs that support this feature include the My 
Computer browser, Windows Explorer, Internet Explorer, Firefox, Word, and Outlook. 


With the program open and in the background, find the image on the computer using the Windows 
Explorer. 


fi Images =i0|x| 
File Edit View Favorites Tools Help | ay 
Q ex X © 7 Bi | ~ Search [f= Folders | EK 
Address |© C:\Documents and Settings\Administrator|Desktop\Images X Go 
a 
© Picture Tasks EVE 
J View as a slide show ETE Seal 
1 © Order prints online som re 4 
‘hy Print this picture aT 
eac Gard Pı 
S Set as desktop — Uppy 
background 
¢ $ 
File and Folder Tasks â K 
e 
mj Rename this file d 
(Move this file Ak 


A Copy this file 
@® Publish this file to the 
Web 


Snowman 


() E-mail this file 
X Delete this file 
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Click and drag the image from the Windows Explorer over to the desired button and release. 


K Fie Edit view Text Dynamic Buttons Dynamic Boards Help -iaj xi 


OERERNNJ: ErnmOR 


The cursor will 
change to an arrow 
with a “+” when you 
are over a valid drop 


Edt view Favorites Tools Help 


Qx X © z 5 |p Search |[-> Folders FAY 


Address |© C:\Documents and Settings\Administrator\Desktop\Images 


© Picture Tasks 


T View as a slide show 
© Order prints online 
Uy Print this picture 


Set as desktop 
S background 


File and Folder Tasks 


i) Rename this file 


BH Move this file Pis 
[O Copy this file pE 
@ Publish this file to the 

Web 


Ê E-mail this file 
X Delete this file 


B0% =6,000 y=7.750 


Note: In the example above, the Windows Explorer is on top of the Boardmaker window. This 
makes it easy to drag and drop images. If the Windows Explorer (or whichever program is 
supplying the images) fills the screen or obscures the target button, drag the image over the 
Boardmaker product tab in the Windows Taskbar (as shown below). The program will move 
to the foreground and the image can then be dropped into the desired button. 


Roe 


r BeAr 


istart| [> mas O th sor. | 
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Once the image is dropped, it will show on the face of the button. The filename of the image will 
appear as the button label. The position of the label (above or below the symbol) will be determined by 
the current Symbol Finder label position setting. 


If the imported image has a label that is not appropriate, it can be changed using the Text Tool or it can 
be omitted during the "drag & drop" process by holding down the Alt key when the image is dropped 
on a button. 


The label position, 
font and size will 
match the current 


setting used in the 
Symbol Finder. 


Drag and drop an image and its Hold down the Alt key when an 
file name will become its label. image is dropped and it will have 
no label. 


Tip: Ifyou select the No Label option in the Symbol Finder dialog, labels will be automatically 
omitted during the "drag & drop" process, thus making it unnecessary to hold the Alt key. 
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Dragging and Dropping Images onto the Board 


Background 


Images can also be imported to the background of a board by using the same “drag & drop” process 
described in the Using Drag and Drop to Add Images section. 


By default, when an image is dropped on a board’s background the application will attempt to scale the 
image to fill the background, unless there is already an image filling the background. The application will 
scale the image as best it can without distorting the image too much. Otherwise, it will preserve the image's 
aspect ratio. Any subsequent image dropped onto the board's background will be scaled as if it were being 
placed in a two-inch square button. The file name will appear as the image's label. 


Boardmaker with SDP - [Untitled 1] 


Boardmaker with SDP - [Untitled 1] 


KE Fie Edit view Text Dynamic Buttons Dynamic Boards Help [i Fie Edt view Text Dynamic Buttons Dynamic Boards Help 18) x) 
[Of COles|\| AOE |elolale CREEN: Siame 


[57% (x=11,375 y=8.000 [57% fx=4.125 y=3.000 


The first image dropped on the background of a 
board will be scaled to fill the board without dis- 
torting the image. 


Hold the Ctrl key when dropping an image on the 
background to scale it as if to fill a 2” x 2” button. 
The file name will be used as the label. 


Tip: Hold down the Ctrl key when dropping an image on the background to prevent the image from being 
scaled to fill the background. 


Tip: Hold down the Ctrl + Alt keys to omit the label. 


Tip: Hold down the Shift key when dropping an image on the background to use its native resolution. Hold 
down the Shift and Alt keys to use the native resolution and omit the label. 


Note: Regardless of how an imported image is scaled, you can manually resize the image if necessary by 
dragging on its borders. 
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Dragging and Dropping Images from a Web Browser 


Using images from websites is a popular way to enhance a board or activity. The same "drag & drop" 
process described in the Using Drag and Drop to Add Images section can be used to grab images from most 
web browsers. As with saved images, the image name will be used as a label. Some website images (like the 
one in the example below) do not have image names. The program will automatically label these images as 
"unknown.” It may be difficult to position the browser window so that you can see both it and the button you 
are working with. If this is the case, you can follow the steps below to drag an image between windows. 


Boardmaker with SDP - [Untitled 2] =. a -loj xj 
K fie Edit view Text Dynamic Buttons Dynamic Boards Help -48| x| 


Drag and drop image 
from a web browser 


laj oa] 


\{A|@ |=] ie/O]@} a 


to a button. 


puppy - Google Image Search - Mozilla Firefox = ol. X| 
Ele Edit View Go Bookmarks Tools Help 


€- - & @ A [G] http://images.coogle.com/images?die ¥| © co |G, 


® Getting Started GY Latest Headines [E] index of /paulmsforu... 


[C] puppy - Google Image Sear... | [C] Google tmage Result for http://... | Bf vauxhall Speedster vx220 - 102... | EJ 


e 


Ke) 
A 


Welcome to Puppy Stork! golden retriever puppy Here, have a puppy. 


272 x 217 pixels - 13k - jpg 
‘www. puppy-stork.com 


350 x 255 pixels - 12k - jpg 
www.my-pet-medicine.com 


717 x 768 pixels - 53k - jpg 
panics.roosterteeth.com 


Ñ 


Puppy Pictures - Cute Puppy .. Puppy Pictures - Cute Puppy 
348 x 214 pixels - 14k - jpg 300 x 325 pixels - 18k - jpg 
www.tombraider4u.com www.tombraider4u.com 


lk satel 

Shop Online Puppy Store 

250 x 302 pixels - 17k - jpg 
Www.puppy.com.my 


a oe 


| http: //images. google. com/imares?imgurl =http: //www.my-pet-medicine.com/images/golden-retriever-puppy.jpgSimarefu... 


4 


Tip: Hold down the Alt key when dropping an image to omit the label. 


Note: Web browsers are notorious for the widely varied ways they store and present images. Some may not 
support "drag & drop" methods. In that case, the solution is to Ctrl-click an image in the browser and 
choose Copy Image from the contextual menu. Then, in Boardmaker, Ctrl-click a button or the board 
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background and choose Paste. 
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Dragging Images into the Symbol Finder 


"Drag & drop" can also be used to add =(01 x) 
images to the Symbol Finder libraries. adults OO <?> 


Open the Symbol Finder. Coy 173800 | CS 


"e et] | 


With Boardmaker open in the background, find the image to be added to the Symbol Finder. 


With the Pointer Tool, click and drag the image over the symbol view area of the Symbol Finder and 
release. 


Boardmaker with SDP - [Untitled 1] = 
R Fie Edit view Text Dynamic Buttons Dynamic Boards Help 


EEOSE E 


A Symbol Finder 


Drag an image 
directly into the 

Symbol Finder to 
add it to the Mine 
library. 


Fie Edt View Favorites Tools Help 


O-O- A ve Search [j> Folders (E 


Address |C C:\Documents and Settings\Administrator\Desktop\Images 


ie) Picture Tasks 


TI View as a slide show 
Order prints online 
{by Print this picture 
Beach Garden Puppy 
T Set as desktop 
background 


File and Folder Tasks ĉ % E 
e 
i} Rename this file ° 


B Move this file A A 


[A Copy this file 
@ Publish this file to the 
Web 


Snowman 


ð E-mail this file 
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The My Symbols\Mine window will open. Give the image a name and assign it a category. 


Click OK when finished. 


My Symbols‘ Mine xj 


Assign Names and Categories to This Symbol  ---------- > 


Names Categories P u p py 
First, Choose a Language r Search Language o 
English (US) ~| | | English (US) 
Puppy = Categories are always displayed 


using the Search Language 


which can be changed in the Paste | 
Language Settings Dialog. 
Import... | 


3 nimals 


Family 


f- 
Add a Name 
o 


Remove Selected Name Assign Categories 


Give the new image a name and 
assign it to a category. It will then 
be available in the Symbol 

Finder. 


Note: If the image has a file name, it will automatically be used as the default name for the image. 
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Dragging Multiple Images into the Symbol Finder 


Multiple images can also be added to the Symbol Finder at the same time using the “Drag & Drop” method. 
This is a convenient way to quickly add an entire folder of images. 


Select the desired images. 


File Edit View Favorites Tools Help | & 


. . . Grn - ©&- [P | PO search [> Folders (mmi 
Note: Multiple files in a window can be O EEEE 


selected by holding down the Shift Oren > 
4 key while clicking. treat 


{ity Print the selected 
pictures 


File and Folder Tasks ĉ 


E Move the selected items 

Ò Copy the selected items 

@ Publish the selected 
items to the Web 


© E-mail the selected 
items 


Delete the selected 


items xl 


Note: Drag and drop the selected images into the Symbol Finder.. 
An Import Symbols window will open. Choose the proper naming and categorization options for the 


imported images. (Refer to the Naming and Categorizing New Symbols section for more specific 
instructions.) 


Import Symbols xj 


Symbol Name Options 
‘You are about to import multiple symbols into your symbol library. F P 
Since each symbol requires a name and category assignment, you Choose to automatically use the image 


have several options to help you accomplish this task. file names as the names within the 
library, or opt to name each image 
individually. 


2 m Symbol Name Options 


@ Use the image filenames as the symbol names 
© Manually enter a name for each symbol Sy mbol Categ ory. Op tions 

Choose to assign all the images to a 
single selected category, or opt to 
manually make category assignments 
to each image individually. 


Symbol Category Options 


(© Use the same categories for all symbols 


© Manually choose categories for each symbol 


Cancel | 


Note: Individual, unwanted images that have been added to the Symbol Finder can be deleted later 
by choosing Edit > Cut (or pressing Ctrl+X). For more information, refer to Chapter 2 - 
Working with the Symbol Finder. 
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Chapter 9 
Preparing Your Boards for Printing 


Chapter Overview ij BW 


You can create both printed activities and interactive, on-screen activities. Boards created for each purpose 
may be sized and oriented differently. It is important to understand how boards are sized so that the 
appropriate steps can be taken to print the boards correctly. 


The following topics will be covered: 


e Printer Considerations *Checking the Print Layout 
e Setting the Correct Paper and Board Size e Using Print Preview 
e Print Quality e Printing a Board on a Single Page 
Boardmaker with SDP - [Untitled 4] 4 Ee x| 
2) File Edit View Text DynamicButtons DynamicBoards Help -18) x| 


eS EININ. oT: lee 


Tech || 32 - Print on legal paper in landscape mode. 


This board is a pre-made template 
that is used with the Tech II 32 
digitized communication device. It 
is designed to be printed on legal 
paper oriented in landscape mode. 


Made wan Soarcmstert and the Picture Communication Symbots* © 1981-2004 
MayerJonnson LLC - P.O. Sox 1579, Solana Seach. CA 92075 U.S.A. Phone (S00) 583-4548 
web sie: www mayer) > 


[65%  [x=7.000_y=7.800 Page Break line indicates the board will not print 
on a single page with the current print settings 
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Printer Considerations 


There are hundreds of different types, makes, and models of printers. Because of this fact, a board that prints 
correctly on one computer-printer combination may need to be adjusted to print correctly on another. 


Here are a few facts to keep in mind when preparing to print a board: 


e A printer cannot use the entire piece of paper. There is typically a 1/4 to 1/2 inch margin along each 
edge of the paper that cannot be used. 


e Because the unprintable margin size may vary on different printers, boards that contain content close 
to the margin may not fit to a single piece of paper on all printers. 


e The maximum size board you can create is 60" x 60" (150cm x 150cm). 


e The boards you create are very graphics intensive. They may take a long time to print, especially on 
older computers or printers. 


e Most printing problems are related to your printer’s driver software. Make sure you are using the most 
current driver. (Updates are available on most manufacturers’ web sites.) 


Checking the Print Layout 


Before you print your board, make sure you look at it in Fit to Window view (default). You'll probably want 
to make sure that your board will fit on a single page using the current paper size and orientation. The printer 
page breaks will appear as dashed green lines. 


2/01 x! 


Boardmaker with SDP - [Untitled 5] 
K File Edit View Text DynamicButtons DynamicBoards Help 


Əb osna earna 


Macaw - Print on letter paper in landscape mode 


Page Break Line 


This board spans 
two pieces of paper. 
An extra blank page 
will print. The board 
size needs to be 
smaller. 


Shown in Fit To 
Window view 


if 


If you see a page break running through the board, as shown below, the board does not have the correct 
paper size and/or orientation. This board will unnecessarily print on two pieces of paper. You will need to 
adjust the board’s size so that it fits entirely on a single page. Please refer to Setting the Correct Paper and 
Board Size in Chapter 1. 
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To print larger boards, you may need multiple pieces of paper which have to be trimmed and taped together. 


Boardmaker with SDP - [Untitled 8] 
K File Edit view Text Dynamic Buttons Dynamic Boards Help 


{Op oasa eanl 


Teoh 8 32- Print on legal paper in tanoscape moce 


Page Break Line 
This board needs to 
be printed on two 

pieces of paper. 


ae oon mareren ce 
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Setting the Correct Paper and Board Size 


The pre-made templates included with the program are sized and oriented to print correctly from most 
printers. However, the amount of a piece of paper a printer can actually use can vary widely between 
printers. It may be necessary to adjust the paper settings or the board size to accommodate your printer 
and paper selection. 


:& BM_SDP - [Tech alk_bm2] 


kj Fie Edt View Test Dynamic Bultons Dynamic Boxds Help 


Templates list the 
correct paper size 
and orientation. 


Determine the paper size and orientation necessary for your board. 


Note: Each template board will specify the correct paper size and orientation in the upper left 
corner of the board. 
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Setting the Printer Paper Size and Orientation 


Pret Setup feed Sarna (Gieidl/G ams! 


~ Bond Settings 
Bond 6 Rises Unite © inches © Contiveters 


Use Dapa See Width ir Inches n 


UsePwie Page | Hot fe inchar 16533 


Click here to change 


Gi Ste 0125 0 inchis ` 
Current printer page Gep Widh tr Sprayed Butoni fiS | Inches the printer paper 
h : . Bap Haigh for Sprayed Biore D125 | inchs size or orientation. 
2 size and orientation i crs ees 
information. ee meng 
Prtat EPSON Shès COLOR EDO Pitka a Remerter Printer 
Ortako Lardiczps Wwidh 1093 Inches irib pote 
Pace Sie Hagi QW? imbes 
Prete: Iresge Gusity 
E Stenced - Bes Peformance Cancel | 


C Hih = Better Day Tot 
T Use Pirin Aesoibon 


Choose File > Print Setup. Change the Paper Size and Orientation settings as needed. Click the 
Print Setup button if the current printer page settings are not correct. Click OK when finished. 


Make sure the ~—— few 5 | 
correct printer ac (SSNS NN Eremis of — _J Used to change 


is selected. Sisus Defaut partir, Roady any of the 
Type EPSON Sty COLOR 30M - . 
Whee LPT printer settings. 
Comment 
3 Select the type Paper 


of paper you 


need to use. Select the print 


orientation for 
your board. 


Make sure the correct printer is selected, then choose the correct paper size and orientation for your 
board. Click OK when finished. 
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Setting the Board Size 


Maximum Board Size Click here to 
Three pages across use the current 
by two pages down. board size 


settings on all 
new boards. 


Print Setup (Board Size/Auler/Grid/ Gap 


Current Board Size Bard Seating: 
To set a specific Boerd & Ruber Unde G Inches C Centimeters | 


board size, enter eee = 
the values here. == val 


Wi 106 Inches 1.8 Remember 
ai Board Sellinge 
Heit |8133 Inches 156.267 loi Haa Boats 


Click here to set the 


oz Sous Click here to use the 


va T rs match ah for SpiavadButtons [0725 Inches current printer page 
e printable area on Gap Height tor Spieysd Butters fois Inches orientation on all 


a single piece of new boards. 


paper. Printer Settings 
Printer HP Lasenlet 44 Print Setup... | Remember Printer 
4 Onentaticer Larcecape Witty 106 Inches Orientation 
tor New Boards 
Pape: Saw Heit B133 Inches 


Porter Image Quay 


© Stardyd - Best Perfomance tiui 
C High - Better Quality Test 
C Use Pritor Resahdion an Dals Pet inch K 


Typically, a board is designed to fit on a single piece of paper. Click on the Use Printer Page button. 
This will set the board’s size to match the page size, which is determined by the printer settings. Be 
sure to check that all buttons on the board actually fit within the new board dimensions by choosing 
File > Print Preview. 


If you are making a large custom board, you may enter appropriate dimensions up to the numbers 
listed in the Maximum column, which correspond to three pages across by two pages down. 


Tip: Ifyou are going to create many boards that are the same size, click on the Remember Board 


Settings and/or Remember Printer Orientation button(s) to use the current settings for all 
new boards you create. 
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Using Print Preview 


It is a good idea to get in the habit of checking your [Fie Edit View Text DynamicButtons Dynamic Board 
boards with Print Preview before printing. The Print lee pai 
Preview will allow you to catch any sizing or paper Close i 
orientation problems before you actually print the Tee re 
1 board. Save As Template... 
Next Ctrl4RA 
Previous Cti+HA 
Choose File > Print Preview. joes x 
Export... » 


Print... Ctrl+P 


Print ae Size/Ruler/Grid/Gaps) 


Prints the board. 


Next Page 


Steps through 
multi-page Boards. 


Prey Page 


Toggles One Page 
or Two Page view. 


Zoom In 


2 Zooms In or Out. 


Close | 


Closes the Print 
Preview window. 


Zoom Gut 


[54% [Pages 1-2 7 


In this example, you can see it will be necessary after printing the board to trim some paper from each 
page so the overlay can be spliced together. 


Tip: If only a very small portion of the board prints on another page, you may find it difficult to 
splice the board together. Try changing the page orientation or using smaller paper to more 
evenly divide the board between the pages. 


If the board looks correct on the Print Preview, click the Print button to print the board. Click the 
Close button if you need to make changes to the board. 
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Print Quality 


Symbol Formats Quality 


The PCS symbols available through the Symbol Finder are stored in a Windows metafile format. This format 
makes the printed symbols look smooth and crisp at any size you need. This will not necessarily be the case 
for a symbol or text that is imported or copied from another program or source. 


Metafile from the Bitmap symbol and text Metafile symbol after using 
Symbol Finder from old Boardmaker one of the paint tools 
happy happy happy 


Note: Editing a metafile symbol using the built-in paint tools will convert that symbol into a bitmap which 
will degrade its print quality. This effect will be minimized if you edit a larger version of the picture 


and then manually shrink it down to fit your button. 


Printer Image Quality 


Print Setup (Board Size/Ruler/Grid/Gaps) 


x| 


m Board Settings Image Import Setting — 
Board & Ruler Units @ Inches © Centimeters © For Screen 
Board Size - @ For Printing 
Maximum © Full Scale 


Use Display Size | Width Inches 60 
Use Printer Page | Height fe Inches 60 


Grid Size 0.125 Inches 
Gap Width for Sprayed Buttons 0.125 Inches Remember 
Board Settings 
0.125 Inches for New Boards 


Gap Height for Sprayed Buttons 


m Printer Settings 
HP Color LaserJet 2600n Print erat | Remember Printer 
Orientation 


Printer: 
Orientation: Landscape Width 10.733 Inches 
for New Boards 
Paper Size: Height 8.213 Inches 
m Printer Image Quality 
(© Standard -- Best Performance Cancel | 
{© High -- Better Quality Text 
600 Dots Per Inch 


© Use Printer Resolution 


¢ Standard - Best Performance - This option provides good quality with the fastest print times. 
e High - Better Quality Text - This option takes longer but produces smoother looking text. 


e Use Printer Resolution - This option matches the program’s output resolution to that of your printer’s 
default setting. This option can take up to four times longer to print and is not recommended on high dpi 


(600+) printers unless you have trouble printing using the other settings. 
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Printing a Board on a Single Page 


Some boards you create may be designed to span multiple pages or fit on larger paper sizes. You can choose 
File > Print Board on Single Page to automatically scale the board to print on a single piece of paper. 
Choose File > Print Setup to change the paper size and orientation. Use the Properties button in the Print 
dialog to temporarily change the paper size and print orientation for the board you are printing. 


t+ aixi 
New Board Ctrl4N : 
Open... Ctrl+0 m Printer 
Close 
Save Ctrl+5 
Save As... 
Save As Template... 
Next Ctrl+RA 
Previous Chita 
Import... » 
Export... b 
Print. Ctrl+P CiN doops: M H 
f Pages from: [1 


Click the Properties button to temporarily 
change the paper size and print orientation. 


125 


Chapter 9 - Preparing Your Boards for Printing 


126 


| Boardmaker Software Family v6 User's Guide 


Chapter 10 
Making a Board Set 


Chapter Overview BW] 


In this chapter, you will learn how to create a dynamic screen communication board set. You will start by 


exploring the sample boards provided with the program. This will help familiarize you with board 


organization and the program’s features. Next, you will begin to plan your board set and build the user’s 
main board. 


The following topics will be covered: 


Design Considerations e Mapping Out the Boards and Links 


Creating a Main Board e Creating Separate Folders for Board Organization 


Each button is linked to 
a board or set of 

boards that address the 
pictured topic. 


The main board is the 
gateway to the other 
boards. 


Five Little 


Behavior Board 
Speckled Frogs 


> hoe 


Classroom Jobs 
wie ae 
‘cml hemmed ated fied 
car we vee 
CEOL 
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Design Considerations 


When making a board set, a little planning will go a long way. When you are planning activities, here are a 
few of the major design questions you will need to answer. 


e 


What is the goal of the activity (reading, verb tensing, story telling, etc.)? 
How many boards will be needed (number of pages in a story, etc.)? 
How many buttons will be necessary on each board? 

Do you want buttons with only text or also symbols and/or photos? 


Do you want some kind of feedback for a correct answer? An incorrect answer? 


The answer to each of these questions will have a direct impact on how you will create and link the boards 
together. It may be helpful to map it out on a piece of paper before designing the boards. 
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Mapping Out the Boards and Links 


Once you have your activities planned, you are ready to work out the content of each board and how each 
board will be linked together. 


Typically, boards will be organized by topic or activity. You will start with a main board that should have a 
button for each of the topics or activities that you would like to be included in this set of boards. Linked to 
each topic button you will have a topic branch which might be a single board or a group of boards. The 
number of boards you use to develop a specific topic will vary from one activity to the next. 


Try to create a board layout diagram like the one shown below. This will help you the arrangement of the 
topics and activities you want to cover. If you have a large list of topics and activities, you might try 
diagramming topic branches off the main board. This diagram will be helpful for future planning and also 
serves as a paper backup of your board set’s arrangement. 


7 Let's Cook 
oe 2 [Directions| 
= 
Hey diddle diddle, aa lal e Ea 
The cat and the I! HH 
fiddle, zs || 
Get 2 slices of bread. paret mron 
nR Be 
Dp i a — 
P - DE 
[omoi | corenn |i reesen | 


Spread jelly on the bread. 

5. Put the 2 slices together. 

a 
— _ © 


BA 
Clean up. E] 
is ss 
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Creating a Main Board 


The first board you should create is the main board, which is displayed automatically when the program 
starts. This is the board they will start with whenever they use the program. It should contain a button for 


each of the major communication topics you identified. 


Every other board you create for this user will typically have a button linking it back to this main board. This 
will allow the user to easily move between boards and switch topics. 


In math class my behavior was great. 


math class 


2 
+3 3 
eas 


reading class || science class 


Ol 


In 


history class 


©) 


gym class art class b h r 
my benavior 
| | ve 


music class 


J 
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ZN should have a button 


yucky. 


linking it back to the 


“Main” board. 
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Creating Separate Folders for Board Organization 


The main board you created in the previous section was saved in the My Boards folder, which is the default 
location for saving boards. If you are creating boards for different users or activities, you may want to create 
separate folders within the My Boards folder to help you keep your boards organized. Organization is 
especially important because all boards that will eventually be linked together must be saved in the same 


folder. 


C] My Documents 


Default board i 
storage location. q My Boards 
I 


An example of how 
folders may be used 


to organize boards. 


If you create boards for a specific user, you 
should create a separate folder where those 
boards will be saved. 


4 When you save the first board for a new user, 
click the Create Folder button. Windows will 
create a““New Folder.” 


Note: Make sure the folder you create is 


within the My Boards folder. 


E Butterfly Unit 


ca Reading Activities 
I 
(| Math Activities 


Save As 
Save in: | © My Boards -| + @ ale 


Create New Folder 


2x! 


C)Reading Activities 


Creating a new folder 
within the My Boards 


folder. 


— i 
Save as type: [BM_SDP Fies (_bm2) z] Cancel | 
|4 


File name: 


Type in a new name for the folder, then press 
the Enter key on your keyboard to save the 
folder’s new name. Click the Open button to 
open the folder. 


2 Now you can click the Save button to save your 
board in the new folder. 

Note: Until you quit the program or save a 
board in another folder, your new folder 
will be the default location for saving 
boards. 


Save Ar Cro 
Savei | MyEord: = AA gi al mel 


J Sangle Boards 
"J Tutorial Boards 
Fast Food bm? 


Fh pare 


Tommy's Man Board tm? 


Savearbpe. [Bm SDP Fist brô J i | 
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Chapter 11 
Assigning Basic Button Actions 


Chapter Overview BW] 


This chapter will introduce you to assigning basic actions to your buttons. 


The following topics will be covered: 


Assign Speak 
actions to use 
the synthesized 
voice. 


Button Actions at a Glance 


Basic Button Actions 


Making a Button Play a Recorded Message 


Giving a Button a Spoken Preview 


Adding a Preview Display 


Editing a Button’s Assigned Actions 


e Action Categories 


e Making a Button Speak 


e Making a Button Play a Saved Sound 


e Giving a Button a Recorded Preview 


e Changing a Button’s Text Preview 


math class 


In 4) my behavior was 


math class 


reading class 


8 


science class 


Q 


history class 


Q 


In 


gym class 


Go 


art class 


my behavior 
was 


music class 


= 


lunchtime 


recess 


VA 


yucky. bad. 


Add a Preview 
Display and/or 
the Text Preview 
action to provide 
a text cue to the 
user. 


Assign Play 
Recording 
actions to play 
saved sound 
files (.wav). 
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Button Actions at a Glance 


You can assign actions to your buttons by double-clicking on them. The Button Actions dialog (shown 
below) will appear. You can assign multiple actions to each button. There are over 135 actions to choose 
from. Refer to Appendix B - Button Actions for a complete listing. 


Action Menu 
Click an action to assign 
it to the button. The 
actions listed belong to a 
specific action category. 


Action Categories 
Select the category of 
actions that will appear in 
the Action Menu. 


Dynamic Help Window 
Displays helpful informa- 
tion about the item under 
the mouse pointer. 


asics | Messages | Board Change | Text & Cursor | Message Files | Settings | Variables | Quick Actions 


ction Menu 


peak Message 
Type Message 
Play Recorded Message 
Change Board 
Change Board Back 
Text Preview 
Spoken Preview 
Recorded Preview 
Clear Message Display 
Picture Button 


General Help Assign Remove 


[This action will play a sound. You can rebord the sound yourself or 
choose from your library of sounds. 


Assigned Actions Action Details 
Speak Message Hello, How are you? 


Say Selection ee 
Retum to Last Board \ | 


Play Delete Cancel 


Assigned Actions Action Details 


Play/Delete B i 
ale Hen Lists the actions assigned Shows what an action 
Used to preview or to the button. Drag the will say, type, or do. 
delete the selected actions to change their Double-click the action 
action. order. detail to edit the action. 
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Action Categories 


There are over 135 button actions to choose from. To help you locate a specific button action, they are 
grouped into categories by function. Selecting the appropriate tab in the Button Actions Categories dialog 
will display the actions in that category in the Action Menu list. 


*Basics - Most commonly used actions, such as Speak Message, Type Message, Change Board, etc. 
Messages - Actions that control the function of a Message Display. 

*Board Change - Actions that link buttons to other boards or PopUps. 

eText & Cursor - Actions that perform cursor movements and text selections. 

«Message Files - Actions that open and save text and picture documents. 

*Settings - Actions that allow a user to change access and preference settings. 

*Variables - Actions that are used to create conditional button responses, such as If, Else, Otherwise, etc. 
Quick Actions - Actions used to create buttons that can be edited in Use mode. 


*Cool Stuff - Assorted useful actions, such as Random, Launch Application, and Set Picture. 
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Basic Button Actions 


The Basics category contains the most commonly used button actions. All of the actions in this list will be 
covered in this chapter with the exception of Change Board and Picture Button, which will be covered in 
later chapters. 


Speak Message - Makes the button speak the message you enter using a synthesized computer voice. 


*Read with Highlighting - Reads and highlights the symbols and text on the face of a symbolate button. 
(Only appears in the action list for symbolate buttons.) 


*Type Message - Places a message you enter into the Message Display. You must have a Message Display 
on your board to use this button action. 


*Play Recorded Message - Plays a message you record or a selected saved sound. 
Change Board - Displays the board you select. 
*Change Board Back- Steps the user through the boards they were previously using. 


eText Preview - Displays a text cue for the button’s function. You must have a Preview Display on your 
board to use this button action. 


¢Spoken Preview - Plays a spoken (synthesized voice) cue for the button’s function. 
Recorded Preview - Plays a recorded cue for the button’s function. 
Clear Message Display - Clears the contents of the Message Display, if present on the board. 


*Picture Button - Places the symbol and/or graphic on the face of a button into the Message Display. You 
will use two associated actions, Picture Speech and Picture Sound, with this action. You must have a 
Message Display on your board to use this button action. 
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Making a Button Speak 


Double-click the button you want to speak. 
The Button Actions dialog will appear. math class 


The button’s border will appear as a dashed 
line when it is selected. 


Select Speak Message in the Action Menu Symbolate Button Actions 3 
li t Basics | Messages | Board Change | Test & Cursor | Message Files | Settings | Variables | Quick Actions | Cool Stuff | 
1ST. Action Menu General Help Assign Remove Order Insert 


Read With Highlighting This action will make your computer voice speak. 
Type Message 

Play Recorded Message 

Change Board 

Change Board Back 

Text Preview 

Spoken Preview 

Recorded Preview 

Clear Message Display 


Assigned Actions Action Details 


Play Delete Cancel 


In the dialog box, enter the message you Enter Text 
want this button to speak. 


Tip: You can have the button 
automatically speak the text on the 
button face by clicking on the Use Zz 
Button Text option. You can listen to @ Use the Text Above Insert a Return in Text Above | 
your message by clicking on the 
Speak button. © Use Button Text 


Speak | Cancel 


J 


Click the OK button or press the Enter key 
on the keyboard when finished. 
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Assigned Actions Action Details 


Speak Message math class 


The Speak Message action and its message now appear in the Assigned Actions and Action Details 
lists. Click OK or press Return when finished. 


Put the program in Use mode by choosing | Dynamic Boards Help 

Dynamic Boards > Use or by pressing Ctrl v Design Ctrl+D 

+U. Try clicking on the buttons that have ` necese Method 3 
5 been assigned speak actions. Button Selection... 

Voice... 
f Speaker Volume... 
When you are finished, put the program Keyboard Response... 
. . : Button Keys... 
back in Design mode by pressing the Ese ea 
key or pressing Ctrl + D. v Word Prediction... 


Abbreviations... 
oo eal nee 


Making a Button Play a Recorded Message 


Double-click the button you want to play a 


Bobby wants 
recorded message. The Button Actions x 
1 dialog will appear. 
Select Play Recorded Message in the 
Action Menu list. Basics | Messages | Board Change | Text & Cursor | 


Action Menu 
Speak Message 
Typ 


Ys Note: You must have a sound card with a 
microphone or a built-in 
microphone to use this feature. 


Play Recorded Message 


Clear Message Display 
Picture Button 
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Click the Record a New Sound button. 


- Click here to record a new sound using the microphone. 


- Click here to select a sound 
used on one of your other boards. 


- Click here to select a sound 
3 saved on your computer. 


- Click here to select a sound 
from the MayerJohnson sound library. 


Click the Record button and speak into the 


microphone “Bobby wants.” 
1. Click Record 


2. Speak into microphone. 


Click the Stop button (previously the 3. Click Stop. i 
AT Record button) to stop recording. 5. Lick OK or Cancel when friched 


Record Time (sec): 30 


Cancel 


Click the OK button when you are finished 
recording. A dialog box will appear asking 
for a description of the recorded message. 


Enter a descriptive name for your recorded 
sound that will appear in the Assigned 
5 Actions list, then click the OK button. 


Enter an optional brief description for this Sound. 


music class 


The Play Recorded Message action and rae ae 
7 , ssigned Actions Action Details 
the recording name now appear in the Play Recorded M 
6 Assigned Actions list. 


Click the OK button when finished. 
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Making a Button Play a Saved Sound 
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Double-click the button you want to play a Button Actions 


saved sound. Basics | Messages Board Change | Text & Cursor 
Action Menu 


Speak Message 
I 


Select Play Recorded Message in the 
Action Menu list. 


Play Recorded Message 


Click here to attach a , : : 
d use d on ano t her Racerdis Net Seared <- Click here to record a new sound using the microphone. 
soun 
board. 
Select Sound - Click here to select a sound 
from My Boards used on one of your other boards. 


- Click here to select d 
Click here to attach a PET | Sepa ae ed 
sound file saved on 
H - Click here to select und 
y our comp uter or di sk. Bary canton | hom ths Mazerdotireer sound library. 


Click here to attach 
one of the sounds 
provided in the MJ 


Sounds library. Cancel | 


Click the Select Sound from Computer button. A navigation window will appear. 


Browse to any .wav sound you have saved 
on your computer. Lookin [Doko ë ë endam 
Note: Although rare, some .wav files My Recent 


contain compressed audio in E 
unsupported formats. Although Hea 
ending in .wav, these types of files 
are actually in a different format 
and will not play. 


« 
My Computer 
~e File name: Explosion2 5 


Places T Open as read-only 


© 
eae Fies of type: Wave Sound (* wav) X Cancel 


VA 


Type a descriptive name for the sound you 
h aves el e ct e d an d cl i ck OK Enter an optional brief description for this Sound. 


The descriptive name will help you identify 
the sound later. 
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The Play Recorded Message action and Assigned Actions Action Details 
Play Recorded Message Explosion2 


the sound file name now appear in the 
Assigned Actions list. 


Assigned Actions Action Details 


Play Recorded Message Explosion2 


Play | Delete | Cancel | 


You can listen to the sound by selecting the Play Recorded Message action then clicking the Play but- 
ton. 


Tip: The Play button can also be used to preview any selected button actions that speak or play a 
recording. 


Click OK when you are finished editing the button. 
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Giving a Button a Spoken Preview 


The Spoken Preview action will cause a button to speak a message whenever the mouse cursor moves 
over the button or that button is highlighted while using one of the scanning methods of access. A 
1 preview message is commonly used to provide an audio cue for individuals with visual challenges. 


Double-click the button you want to assign a Spoken Preview to. The Button Actions dialog will 


appear. 


Select Spoken Preview in the Action Menu 
list. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor 
Action Menu 
Speak Message 


Clear Message Display 
Picture Button 


In the dialog that appears, type the preview 
message you want to hear. 


Click OK when finished. 


3 Note: A preview message should be only one 
or two words. Long previews can slow 


scanning or button access. 


Enter Text 


Insert a Return in Text Above | 


c= ] 


@ Use the Text Above 


© Use Button Text 


Speak | Cancel 


The Spoken Preview action and the preview 
message now appear in the Assigned Actions 
list. 


4 Click OK when finished. 


Assigned Actions Action Details 


Speak Message 


Spoken Preview math class 


Note: For information on setting the preview volume level or completely disabling all preview 
messages, refer to Voice and Sound Volume in Chapter 19. 
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Giving a Button a Recorded Preview 


As an alternative to the synthesized speech of the Spoken Preview action, the Recorded Preview action 
will cause a button to play a recorded message whenever the mouse cursor moves over the button or that 
button is highlighted while using one of the scanning methods of access. A preview message is commonly 
used to provide an audio cue for individuals with visual challenges. 


Double-click the button you want to assign a Button Actions 
Recorded Preview to. The Button Actions dialog Basics | Messages | Board Change | Text & Cursor 
i Action Menu 
will appear. Speak Message 
Type Message 
4 Play Recorded Message 
1 Note: You must have a sound card with a Change Board 
A i š $ Change Board Back 
microphone or a built-in microphone to Text Preview 
Spoken Preview 


i Recorded Preview 
use this feature. Clear Message Display Le 
Picture Button 


Select Recorded Preview in the Action Menu 
list. 


You can reco rd a pre view - Click here to record a new sound using the microphone. 
sound using a microphone 

or select (import) a saved - Click here to select a sound 

sound file ( wav) used on one of your other boards. 


- Click here to select a sound 
saved on your computer. 


- Click here to select a sound 
from the MayerJohnson sound library. 


Click the Record a New Sound button to use a microphone to record the preview. 


Click the Select Sound from Computer button to use a pre-recorded sound. If you choose this option, 
a navigation window will appear allowing you to locate and import the desired sound. 


Note: A preview message should be only one or two words. Long previews can slow scanning and 
button access. 
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If you select the Record a New Sound option, the 
Record Sound box will appear. 


Click the Record button and speak the preview 
message into the microphone. 


Click the Stop button (previously the Record 
button) to stop recording. 


Click OK when you are finished recording. 


1. Click Record 

2. Speak into microphone. 

3. Click Stop. 

4. Click Play to check recording. 

5. Click OK or Cancel when finished. 


Record Time (sec): 30 


Cancel 


Type a descriptive name for your recorded 
preview, then click OK. 


Enter an optional brief description for this Sound. 


math clas 
cant _| 


5 
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The Recorded Preview action and the recording 
name now appear in the Assigned Actions list. 


Note: Click OK when you are finished editing 
the button. For information on setting the 
preview volume level or completely 
disabling all preview messages, refer to 


Voice and Sound Volume in Chapter 19. 


Action Details 


Assigned Actions 


Speak Message 


Recorded Preview math class 
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Adding a Preview Display 


The Preview Display will automatically display the messages or actions assigned to a button whenever the 
mouse cursor moves over the button or that button is highlighted while using one of the scanning methods of 
access. 


Choose Dynamic Buttons > Preview Dynamic Buttons Dynamic Boards Hel 
i Acti 
Display. eae 
Prediction 
1 The Preview Display will appear toward Message Display 
the top of the board. 


Create Scanning Group Ctril+G 
Create PopUp Board 
Special Buttons 


Reposition the Preview Display then drag its border to change its size. 


Boardmaker with SDP - [Untitled 1] 
File Edit Yiew Text Dynamic Buttons Dynamic Boards Help 


Of. OOles|\|AOlml=lelolala 


As you pass the cursor over your buttons 


Boardmaker with SDP - [behavior] 


you can preview the text previews. The Lee SE Gee SE ee =a 
Preview Display functions in the Design /®). OOlss|\ [AOS ie/o|ala | 


mode as well as the Use mode. 


ath class *Spoken Preview-math class 


Note: The size and color of the display 
3 text can be changed. Refer to 
Adding a Message Display and 
Setting Its Appearance in Chapter 
13. 


math class reading class science class 


HOO 


history class gym class art class 
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Changing a Button’s Text Preview 


If you don’t like the preview text that appears 
automatically, you can assign your own 
preview text using the Text Preview action. 


aim Double-click the desired button. The Button 
Actions dialog will appear. 


Select Text Preview in the Action Menu list. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor 


Action Menu 


Speak Message 


Recorded Preview 
Clear Message Display 
Picture Button 


Type the text preview message for the button 
in the dialog. Then click OK. 


Enter Text 


math class 


@ Use the Text Above 


____Insert a Rletum in TextAbove | ____Insert a Rletum in TextAbove | Return in Text Above 


Use Button Text 


Speak | 


cares! | 
X 


The Text Preview action and the text preview 
message now appear in the Assigned Actions 


3 list. 


Click the OK button when you are finished 
editing the button. 
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Speak Message 


Action Details 
math class 


Spoken Preview 
Text Preview 


math class 
math class 
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Editing a Button’s Assigned Actions 


In the process of creating a board, you will probably find it necessary to edit the actions assigned to your 
buttons. The actions in a button’s Assigned Actions list can easily be edited, added to, deleted, or 


rearranged. 


Editing an Assigned Action 


To edit an action on a button, double- 

1 click the button, and then double-click in 
the Action Details list for that action. In 
this case, double-click on “math class” 
for the Speak Message action. 


Action Details 


Assigned Actions 


math class 
Text Preview math class 


The appropriate dialog for the action 
will appear, allowing you to make the 
necessary changes. 


Note: Many actions perform a set 
2 function and cannot be edited. 


Enter Text 


| don't like math class| 


Insert a Return in Text Above | 


@ Use the Text Above 


] 


Use Button Text 


Speak | 


Adding an Action to the List 


Select the action in the Assigned 
Actions list that you want to precede the 
new action. Assign the new action to the 
button. 


There is no limit to the number of 
actions a button can be assigned. 


Any action added to a button will appear 
after the selected action. To add an 
action in a specific position, select the 
action that will precede it. 


Assigned Actions Action Details 


| would like 


a |I want 


Speak Message 
Spoken Preview 


Any action(s) you add will appear 
after the highlighted action. Typically, 
this is the last action in the list. 


Assigned Actions 


Action Details 
Speak Message J [I would ike 


Change Board Back 
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Assigned Actions Action Details 


peak Message —————_[i would ike 
Rearranging the Assigned Actions Change Board Back 
poken Preview AA 


To change the order of the Assigned 
Actions list, you can click and drag an 


A action into a different location. Click and drag actions to change 
their order in the list. 


Note: Action order can be very 
important. For example, all 
board change actions must be Assigned Actions fection Details 
last in the list. Speak Message | would like 

Spoken Preview | want 


Change Board Back 


Deleting an Assigned Action 


, oe Assigned Actions Action Details 
To delete an action, select it in the Speak Message T wouid ike 
F 
. . : : Spoken Previ l 
Assigned Actions list, then click the Pherae Bond PEE — 
Delete button. 


Tip: Ifyou need to delete a series of 
actions, select the topmost 
action and you can repeatedly 
click the Delete button to 
remove the actions. 
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Chapter 12 


Linking Boards Together 


Chapter Overview [ii 


With Boardmaker Plus! and the Boardmaker-Speaking Dynamically Pro allow you to dynamically link 
boards together. This allows a user to easily navigate from one board to the next as needed to support the 
current activity or branch off to a different activity. In this chapter, you will learn the basic methods of 
linking boards together to create an activity or navigable set of activities. 


The following topics will be covered: 


e Linking Boards Together 


e Adding a Button Link to the Main Board 


e Adding a Button Link to the Previous Board e Linking Specific Boards Together 


e Navigating Board Links in the Design Mode e Board Change Indicators 


Buttons can be linked 
to specific boards that 
provide additional 

topic choices. 


“Recipe” Topic Branch 


Let's Cook 
aad = 
——4 = pread jelly on the bread 
ye [slelelole! 
Wash your hands. 5. | Put the 2 slices together 
awe o 
6. Ci 


—_ p 
o 
2. | Get 2 slices of bread. ut the sandwich. 
re D = ~~ i © 
[Spread a ee on the bread. : Clean up. ku 
De eee a = 


The "go back" button 
automatically returns 
the user to the 
previously used board. 


The "Home" button 
returns the user to 
the main board. 
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Linking Boards Together 


Once a main/topic board has been created, the next step is to create the supporting boards for a specific topic 
branch, e.g., recipe boards. Usually, you want to start by building the boards at the end of a topic branch first. 
The general sequence for building a topic branch is outlined in the steps below. Following this building 
sequence will allow you to make the necessary board links as each board is created. 


"Recipe" topic branch is linked to the 


Recipe button on the Main board. 
Recipe 2 Board 
| WW <=" You would create and 
: link the boards at the 
MN Recipe 1 Board end first, then work 
aN Food Review eA ale Me mal 
Board n] i 
General Building Sequence Recipe 1 
Board 
Start by building the boards at the end of the topic 
branch first. These boards can then be linked directly 
to the main board. 
Note: Every board you create should have a button Recipe 2 Food Review 
that links it to the main board. Board Board 


Create any additional boards, working back up the Main Board 
branch toward the main board. (Recipe button) 
In the example pictured, the “Recipe 1” board is 

created next. This board can then be linked to the Recipe 1 
“Recipe 2,” “Food Review,” and “Main” boards. Board 


Note: Every board you create should have a button 


assigned the Change Board Back action to , ; 
aid in navigation Recipe 2 Food Review 
8 ʻ Board Board 
Once the boards in a topic branch are linked together, Main Board 
the appropriate button on the “Main” board can be (Recipe button) 


linked to the completed branch. 


Recipe 1 


Board 
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Adding a Button Link to the Main Board 


All the boards you create should have a link to the main board. This prevents a user from navigating down a 
topic branch and then getting stuck at the end. 


By creating the boards at the end of a topic branch first, the only direct link you need to add is to the main 
board, which should already exist. You cannot create a link to a board that doesn’t exist. So, if you 
started by creating the “Recipe 1” board, you couldn’t create a link to the “Recipe 2” board until after that 
board was created. 


Create and link the 
last board in the 
“Recipe” Topic Branch recipe branch first. 


& 


Spread jelly on the bread. 
p 


5.| Put the 2 slices together. 
> 8 A 


LSR A | 


B Get 2 slices of bread. 

H oO f= ç 
Spread or on the bread. — 

2 es |=) 


Ce 
— © 
7 - = 


You should create and position the Main 
button in the same location on every board. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor | t 


Action Menu 
1 i Speak M 
Double-click the Main button. aaa 
1 Play Recorded Message 
Select Change Board in the Action Menu craras Bosa Back 
ext Preview 


1 Spoken Preview 
list. Recorded Preview 
Clear Message Display 
Picture Button 
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Click on your main board in the list of boards, 


then click OK. es Double-click to Select a Board. 


Note: Only boards saved in the same folder 


2 as the current board will appear in the TE E rrecseaey 
list. 


Corel _| 


The Change Board action and the linked 
board now appear in the Assigned Actions 


3 list. 


Click the OK button when you are finished 
editing the button. 


Assigned Actions Action Details 


Change Board My Main 
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Adding a Button Link to the Previous Board 


Adding a Change Board Back action to a button on a board provides the user with an easy way to 
automatically return to the previous board - much like one would use the "Back" button on a web browser. 
The application keeps track of the user's board history, which means the user can return not just to the 
previous board, but back many boards if necessary. There is also a complementary Change Board Forward 
action (Board Change category) that will step forward through the board history if needed. 


“Recipe” Topic Branch 


ei Conk 
ONAA 
Wash your hands. 
1] te H 


2. | Get 2 slices of bread. 
t4 =6B z= 

Spread or a on the bread. — 
opia i =) 


Spread jelly on the bread. 
5.| Put the 2 slices together. 
* 8 & 


6. Cut the sandwich. 
— _ © 

Clean up. S. 
7) | = 


The "go back" button 
is an automatic link to 
the previous board. 


You should create and position the “go back” 
button in the same location on every board. 


Double-click the “go back” button. 


Select Change Board Back in the Action Menu 
list. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor | 
Action Menu 
Speak Message 


The Change Board Back action appears in the 
2 Assigned Actions list. 


Click OK when finished. 


Assigned Actions Action Details 
Change Board Back 
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Linking Specific Boards Together 


Having created and linked the board at the end of the topic branch, work toward the main board. For 
example, if you’ve created a story you’ll want to link page 2 to page | and so on. 


The "Story" button The "Next Page" 
will be linked to the a F ; button will be linked to 
"Page 1" board. sio” Tapie Branch the "Page 2" board. 


The cow jumped 
over the moon; 


Hey diddle diddle, 
The cat and the 
fiddle, 


Double-click the button that will link to the next 
board. Basics | Messages | Board Change | Text & Cursor | t 
Action Menu 
r P 2 Speak Message 
Select Change Board in the Action Menu list. Type Message 


Play Recorded Message 


Spoken Preview 


A list of boards that have been saved in the 
same folder as the one you’re working on will My Main Doubleclick to Select a Board. 


appear. Double-click the name of the board you 
want to link to. 

Use the scroll arrows if necessary. 
If the board is not listed, make sure it is in the 
same folder as the one you’re currently working 
on. 


The Change Board action and the linked board PEES Asta perk 
now appear in the Assigned Actions list. Change Board 


Click OK when finished. 
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Navigating Board Links in the Design Mode 


In the Design mode, it is possible to quickly open a board that is linked to a specific button. Simply right- 
click the button and choose Open Board: <board name> from the contextual menu. The Open Board 
option can be a real time-saver if you are editing a large collection of linked boards. 


Assigned Actions Action Details 


Change Board breakfast 


Actions assigned to the “breakfast” button. 


Cut Button 
Copy Button 
Clear Button 


Import Picture 
Font Sizes 


In this example, 
selecting the Open 


Font Style Board option will 
a open the linked 
Justify “breakfast” board. 


Properties F 
Alignment 


Open Board: t breakfast 


Note: If a button has more than one Change Board or Go to Popup action (which is possible if the board 
change actions are inside If or Random action blocks), a separate Open Board option will be 


available for each link (up to six). 
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Board Change Indicators 


By default, the program will mark each button that is assigned a board change action with a small green 
arrow in the bottom right corner. This is a Board Change Indicator and it acts as a visual cue to the user 
that selecting a specific button will make another board appear. 


The indicators can be turned on and off within the Dynamic Boards menu. You may also assign another 
graphic to act as the Board Change Indicator. 


Owamio Borde Help Board Change Indicators x| 


v ean DiD 
__ le = Sul Enable this feature to display a smal graphic n the lower ight corner of eny 
Aocess Melhod b button assigned a boaid change action. 
Dishan Calana 
meS Show Board Change Indicators 
Usage Counts. 
Ereatirg- (© Standard Indeator 
Password. 


Scan Took: Custom Inciostor 
Buton Nunbets 


Cancel 


Neny Barin Ute Mode 
Board Tiles in Use Mode 


Note: In order to use a Custom Indicator, you must have a 16 by 16 pixel bitmap graphic named “Custom 
Indicator” saved in the SDP Externals folder. (This folder can usually be found in the C:\Program 
Files\Boardmaker with SD Pro folder.) 
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Chapter 13 
Using a Message Display with Text 


Chapter Overview BW] 


On the most basic level, the Message Display allows text messages entered by button selections or keyboard 
input to be displayed, created, and/or printed. In this chapter you will learn how to incorporate a Message 
Display to create a simple picture-to-text sentence building board. There are a variety of button actions such 
as speak, print, clear, etc. that allow you to control the Message Display. 


The following topics will be covered: 


e Adding a Message Display and Setting Its e Making a Button Type a Text Message 


Appearance e Message Display Actions 


e Adding Simple Message Display Controls 
e Changing the Message Display’s Settings 


Adding a Message Display allows 
the user to create text messages. 


There are a 


variety of 
Buttons using a button actions 
Type Message designed to 
action can adda control the 
letter, word, or Message 
phrase to the Display. 


Message Display. 
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Adding a Message Display and Setting Its Appearance 
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Choose Dynamic Buttons > Message Dynamic Buttons Dynamic Boards Hd 
Display. coed 


Picture 
Prediction 


Message Display 


Preview Display 


Create Scanning Group Ctrl+G 
Create PopUp Board 
Special Buttons 


You can reposition and resize the Message 


Display according to your needs. ae Message Text , 
Click and drag the Message Display to the | 
appropriate position, then drag its border to . 


change its size. ; | hoppy E soa 


Changing the Text Size 


If the display text is too small or too large, you 
can change it to the size you want. 


With the Message Display selected, you can 
set the font, style, and size using the Text 
menu, or Ctrl right-click the Message Display 
and choose the option you need. 


Changing the Text and Display Colors 


If desired, you can change the color of the text 
or the Message Display itself. 


With the Message Display selected, click the 
Color Tool. 


Color Tool 
In the Color Palette click on Button, Border, 
or Text, then click the desired color. 


NOTE: You can also change the color of the 
Message Display text by right- 
clicking the Message Display and 
choosing Font Color from the 
contextual menu. 
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Making a Button Type a Text Message 


Double-click on a button that you want to 
type a message in the Message Display. This button will 

1 type the "I" in the 

Message Display. 


Select Type Message in the Action Menu Button Actions 
list. 


Basics | Messages | Board Change | Text & Cursor 
Action Menu 
Speak Message 


Play Recorded M¥ssage 

2 Change Board 

Change Board Back 

Text Preview 

Spoken Preview 

Recorded Preview 

Clear Message Display 

Picture Button 


In the dialog, type the text to appear in the 


Message Display. 
Tip: Add a space after the text to keep it 
from being combined with any 
3 additional text added to the Message 
Display. 


@ Use the Text Above Insert a Return in Text Above | 
C Use Button Text [| Adda Space after the Text 


Cea | 


] 


The Type Message action and the text 


message now appear in the Assigned 
f ; Type Message 
4 Actions list. 


Assigned Actions Action Details 


Click the OK button when finished. 
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Adding Simple Message Display Controls 


Making the Message Display Speak 


Double-click the button you want to use to 
speak the contents of the Message Display. 


This button 
will make the 


speak | 
| remove last speak. 
This button 


will remove 
the last word 


EN entered. 


Select the Messages tab then select the Say 
Message action in the Action Menu. 


Viewing actions that control 
the Message Display. 


Button Actions 


Picture Speech 


The Say Message action now appears in the 
Assigned Actions list. This action will make 

3 the Message Display speak its contents when 
this button is selected. 


Click the OK button when finished. 


Assigned Actions Action Details 


Say Message 


Removing the Last Message 


Double-click the button you want to use to 

remove the last message from the Message 
4 Display. 

Select the Messages tab, then select the 

Remove Last Message action in the Action 

Menu.. 
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Basics Messages | Board Change | Text & Cursor 
Action Menu 
Type Message 
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The Remove Last Message action now Assigned Actions Action Details 
appears in the Assigned Actions list. This Remove Last Message 
action causes the button, when selected, to 

5 remove the last text message entered in the 
Message Display. The button will behave as a 
backspace key if you click on it again. 


Click the OK button when finished. 


Message Display Actions 


The Messages tab contains button actions used to control the various functions of a Message Display. 


e Type Message - Places a message you enter into the Message Display. 

e Say Message - Speaks the contents of the Message Display. 

e Say Selection - Speaks any selected text in the Message Display. 

e Delete - Deletes any selected text, or if no text is selected, deletes the character before the cursor. 


e Remove Last Message - Removes the last text message entered into the display by a button or any text 
typed with the keyboard since the last button selection. 


e Clear Message Display - Clears the contents of the Message Display. 

e Select All - Selects the entire contents of the Message Display. 

e Cut- Cuts the selected text from the Message Display and places it on the clipboard. 
e Copy - Copies the selected text from the Message Display to the clipboard. 

e Paste - Pastes text from the clipboard into the Message Display. 

e Print Message - Prints the contents of the Message Display. 

e Capitalize Next - Capitalizes the next character entered into the Message Display. 

e Picture Button - Makes a button add its symbol to the Message Display. 

e Picture Speech - Assigns the message to be spoken by a Picture button. 

e Picture Sound - Assigns the recorded message to be played by a Picture button. 

e Caps On - Turns on Automatic Capitalization. All characters entered will be in upper case. 
e Caps Off - Turns off Automatic Capitalization. 


e Expand Abbreviation - Expands defined word/phrase abbreviations. 
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Changing the Message Display’s Settings 


The Message Display has a variety of built-in settings that can be used to change its look and behavior. 
Double-clicking on a Message Display will open the Message Display Settings dialog shown below. 


Note: The Message Display settings apply only to the display on the current board. 


These settings are used with 
pictures and will be covered 


later. 


e i i i Inches Background Highlight Color Click here to chan ge the 
Fitvaie tee scern Ss] selection highlight color. 


While Composing Message J Say Each Letter Select either or both of 
I Say Each Word these options to make the 
display speak as text is 


M Say Message being entered. 
Saying the Message J~ Say with Highlighting Delay [9 Second g : 


I Say Message 


Note -- Typically, only the first Say Message is checked. If highlorm Select one or all of these 

can also say the message normally before and/or after highlighting. 7 p 
options to set how and in 
what order the display 

IV Select Entire Message After Speaking will speak. 


———S 
Selecting the contents of the 
display after it is made to 
speak will cause the text 
entered to replace the 
display's current contents. 


I” Selectable Display 


Select this option to make the display 
selectable like a button. The display 
will speak when selected. 


Setting Notes: 


e Saying the Message - Selecting all three options will make the display speak the message, speak the 
message again while highlighting each word, and speak the message one final time. Typically, only 
one Say Message is checked when used with Say with Highlighting. 


e The Delay option is used to specify a pause between each spoken word when using Say with 
Highlighting. 


e When Selectable Display is checked you cannot use the mouse to edit the contents of the display. The 
display text can only be edited by using buttons which are assigned text editing actions. The Cancel 
Speech and Pause Speech actions (Cool Stuff tab) will not work when this option is selected. 
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Chapter 14 
Using a Message Display with Pictures 


Chapter Overview BW] 


This chapter will show you how to create picture sentences rather than text sentences. A Message Display 
can accept picture input from buttons on your board in addition to text. Pictures placed in a Message Display 
can be edited, spoken, printed, and saved just like text. 


The following topics will be covered: 
e Placing a Picture into the Message Display 


e Uniform Line Spacing - Pictures and Text 


The Message Display accepts pictures 
as well as text from a button. 


I a happy Q 
4», speak 
Po 
ES = © remove 


last 


Picture Buttons I happy sad mad 


copy the picture 
and text on (ze 
their face into aS 


the Message = 
Display. you hungry thirsty tired 
are 8) 2) 
Se 
they E sick bored strong 
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Placing a Picture into the Message Display 


Double-click the button whose picture you want 


4 placed in the Message Display. you 
Note: A picture of the button will then be © 
placed in the Message Display. 


Select Picture Button in the Action Menu. 


Button Actions 


. . . S Basics | Messages | Board Change | Text & Cursor 
Two actions will automatically appear in the Action Menu 


Assigned Actions list: clay Message 


e Picture Button tells the button to place its i 
picture in the Message Display. Spoken Preview 


Recorded Preview 
Clear Message Displa 


e Picture Speech makes the button speak when 
selected and when the Message Display is 
spoken. 


Assigned Actions 


Note: You can create a button with the Picture Button and Picture Speech actions already assigned, 
by selecting Dynamic Buttons > Picture. 


Note: The Picture Speech and Picture Sound (plays a recording or sound) can be assigned 
separately and are found in the Messages category. The Picture Button action must precede 
any Picture Speech or Picture Sound action. 


Note: The Picture Speech action is similar to the Speak Message action in that both make a button 
speak when it is selected. However, the Picture Speech action is required to make a button’s 
picture speak from within a Message Display. The Picture Sound action behaves in the same 
fashion. 
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Double-click the Picture Speech action to edit 
it. 


In the Enter Text dialog that appears, type the 
3 word or text you want the button to speak, then 
click OK. l- 


@ Use the Text Above Insert a Return in Text Above | 


If you want the button to speak the text on the 
face of the button, select the Use Button Text f. Use Button Text 


tion. 
op s Speak | Cancel 


Assigned Actions Action Details 


Picture Button Hide Text 


Picture Speech 


4 Action Options 


e Hide Text (Picture Button) - When this option is selected, any editable text on the face of the button 
will not be placed in the Message Display along with the button’s picture. 


e Suppress (Picture Speech/Sound) - When this option is selected, the action(s) will not be per- 
formed when the button is selected. The Picture Speech/Sound action(s) will be performed only 
when the Message Display is spoken. 


Setting the Picture Size in the Message Display 


xi 
Message Appearance Picture Size fi Inches Background Highlight Color 
J” Uniform Line Spacing [ 
5 While Composing Message J” Say Each Letter 


J” Say Each Word 


The Message Display will scale pictures sent by any size picture button to a uniform size. The default 
size is | inch. 


Double-click the Message Display to edit its settings. To change the size of the picture to be placed into 
the Message Display, click in the Picture Size box and type a picture size. 
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Uniform Line Spacing - Pictures and Text 


The Message Display will accept both text and pictures from the buttons on your boards. If you plan on 
using both, it is recommended that you select the Uniform Line Spacing option in the Message Display 
Settings dialog. This feature will make all lines in the Message Display the same height, allowing space for 
either pictures or text. 


Message Display Settings 
Message Appearance Picture Size fi Inches 


JK. Uniform Line Spacing 


‘While Composing Message J Say Each Letter 
I Say Each Word 


, IV Say Message 
Saying the Message IT Say with Highlighting 
T Say Message 


Note -- Typically, only the first Say Message 
can also say the message normally before a 
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Chapter 15 
“Use Button Text” Boards 


Chapter Overview BW] 


In this chapter you will learn about the special Use Button Text option that allows a button to speak and/or 
type whatever text is on its face. With this option selected, you can quickly create a board whose buttons will 
speak or type any text placed on them. This feature makes it possible to create pre-programmed template 

activities that can be customized quickly by changing the symbols and labels on the buttons. 


A collection of template boards are provided that take advantage of the Use Button Text option. You can use 
one of the templates to quickly create a board for spoken communication or writing with text or pictures. 


The following topics will be covered: 


e Creating a “Use Button Text” Template Board 


e Actions that Can Use Button Text 


l like 


| lik 


| don't like 


Do you like 


last 


The Picture Buttons on 
this board will speak 
whatever text is on the 
button face. 


A template board that makes use 
of the Use Button Text option. 


eating 


speak 


Go 


remove last 
_— 


EY 


drinking 


Later, if you change 

the symbol and text, 
the button will speak 
the new text. 


main 


All of the buttons are 
already assigned the 
necessary Picture But- 
ton actions set to use 
the button text. Simply 
add the desired sym- 
bols (with text) and the 
board is ready to use. 
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Creating a “Use Button Text” Template Board 


The key to this method of board construction is to assign the necessary actions and appearance to the first 
button you create - the template button. When you then use the Button Sprayer Tool to create a grid of 
buttons, each button in the grid will have the same assigned actions and appearance as the template button. 
This saves you from having to assign actions to each button individually. 


Create a new board with a message display and 
then make one button that will become your Basics | Messages | Board Change | Text & Cursor | 
template button. Action Menu 


Speak Message 

Type Message 

Play Recorded Message 
Change Board 

Change Board Back 
Text Preview 

Spoken Preview 
Recorded Preview 
Clear Message Displa 


Double-click the blank (template) button. 


Select Picture Button in the Action Menu list. 
The three picture button actions will appear in the 
Assigned Actions list. 


OR 


| Dynamic Buttons Dynamic Boards He 


Another option of creating a Picture button is to — 

choose Dynamic Buttons > Picture. This will fre 
create a 1-inch square button with the two picture | prenon 

button actions already assigned to it. haaa 


Preview Display 


Create Scanning Group Ctril+G 


Double-click the Picture Button item. Create PopUp Board 


Special Buttons 


Enter Text E| 


Select Use Button Text. 

This makes the button 

speak any text on the 

button face. pa 


C Use the Text Above Insert a Return in Text Above 


Z — = 


(* Use Button Text 


R 


Speak | Cancel | 


Double-click the Picture Speech action. 


In the Enter Text dialog, click the Use Button Text option. This will cause the Picture button to speak 
any editable text that is placed on the face of the button. If you were to change the text and picture on 
the button’s face at a later time, you would not need to change the Picture Speech message; the Use 
Button Text option does it for you. 


Click OK when finished. 
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Assigned Actions Action Details 


Picture Button 


[Hide Text 


Picture Speech Use Button Text: <empty> 


E Suppress 


Under Action Details you will see “Use Button Text” as the description for the Picture Speech action. 
This lets you know that the button is set to speak the text on the button face. 


Click the Suppress box to uncheck this option and make the button speak when selected. 


In this example, we will also make the button 
provide an audible cue using the text on the button 


face. 


Select Spoken Preview in the Action Menu list. 


4 As in step 3, select the Use Button Text option. 


Add a Spoken Preview that speaks 
the text on the button face. 


Button Actions 


Basics | Messages | A \d Change | Text & Cursor 


Action Menu 
Speak Message 
Type Message 
Play Recorded Messaga 
Change Board 
Change Board Back 


Click OK when finished. Text Preview 
Spoken Preview 
Recorded Preview 
Clear Message Display 
Picture Button 
Assigned Actions Action Details 


Picture Button 


Picture Speech Use Button Text: <empty> 


[Hide Text 
E Suppress 


Under Action Details, you will see Use Button Text as the description for the Spoken Preview action. 
This lets you know that the button is set to preview the text on the button face. 


You are finished assigning actions to this template button. Click OK when finished. 


Now that actions have been assigned to the 


template button, make any appearance changes to 


the button. 


6yq For this example, click the Shadow Tool and turn 


on button shadows. 


Set the 
appearance for 
your template 
button. 


Turn on button 
shadows. 
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Once you have the template button completed, 
you can use the Button Sprayer Tool to drag out 
a grid of picture buttons. 


Double-click on any one of the new buttons to 
7 verify that it has the same actions you assigned to 
the template button. Click OK when finished. 


You can then move the buttons around according to the needs of the activity being created. The buttons 
are now ready to accept pictures and be used. 


Note: Make sure you have a Message Display on your board if you’re going to use Picture Buttons. 
See Chapter 14 - Using a Message Display with Pictures for more information about Message 
Displays. 


Note: You must have text on the buttons if you want them to speak or preview. 


Note: Atthis point, you can turn this board into a locked template board that can be accessed using 
the Open a template button. This will allow you to use the blank template again and again to 
make different activities. For information on saving a board as a locked template, refer to 
Appendix E - Creating a Template Board. 
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Actions that Can Use Button Text 


The Use Button Text option is available with the following actions: 
e Speak Message 
e Type Message 
e Text Preview 
e Spoken Preview 


e Picture Speech 


This window is common 
Enter Text to all the above actions. 


With the Type Message action, 
you are provided with an 
additional option to Add a 
Space after the Text. Typically, 
you will leave this selected. You 
would deselect this option if you 
are working with individual 
letters that will be combined to 
(* Use Button Text [V Add a Space after the Text form words, for example when 
creating a keyboard or spelling 


A eaa] a 


C Use the Text Above 
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Chapter 16 
Working with Movable Buttons 


Chapter Overview BW] 


Movable buttons allow you to create on-screen activities in which the position of buttons can be 
manipulated. Buttons no longer need to be static objects; instead, they can be dragged around the screen and 
dropped on other buttons to trigger a spoken message or other actions. Movable buttons allow you to create 
dynamic activities for counting, sorting, sequencing and more. The Movable Button Tool allows you to 
quickly pair a Movable button with a Destination button and assign actions to be performed when the 
Movable button is dropped on that Destination button. 


The following topics will be covered: 


e Showing the Movable Button Tool e Creating Movable and Destination Buttons 


e Editing Actions for a Movable-Destination e Setting a Movable Button to “Snap Back” 


Button Pair i 
e Centering a Dropped Movable Button 


e Setting a Movable Button to Clone Itself : 
e Scanning and Movable Buttons 


e Changing Button Types 


e Limitations of Movable Buttons with Scanning 
Access Methods 


Invisible Movable 
buttons. They can 
be moved and 
dropped on any 
valid destination. 


Put 6 circles in the green box 
and 5 triangles in the blue box. 


Destination buttons will 

perform actions when the 
correct movable button is 
dropped on them. 


This button is 
being dragged 
into the green 

box. 


In this sorting and counting activity, the student moves 
the specified number of shapes into the correct box. 
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Showing the Movable Button Tool 


Initially, the Movable Button Tool is not visible in the toolbar. You will need to set the application to show 
this tool. Choose Dynamic Boards > Show > Movable Button Tool. 


v Design Ctrl+D 


Use Ctrl+U 
Access Method » 
Button Selection... 
Voice... 
Speaker Volume... 
Keyboard Response... 
Button Keys... Movable Button Tool 
Highlight Buttons... 
Ena The Movable Button Tool 
reviations... eee ; 
is initially hidden. You 
V Tieg eria must set the program to 
Usage Counts... display this tool. 
Greeting... 
Password... 
Startup Board... 
EE 
v Symbolate Tool is 
Button Numbers 
Button Names 


v Board Change Indicators... 
Menu Bar in Use Mode 
Board Titles in Use Mode 
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Creating Movable and Destination Buttons 


Click the Movable Button Tool. 


Click the button you want to make movable. 
The Enter Name dialog for the Movable 
button will appear. Every Movable button 
must be given a unique name. 


Movable Button Tool cursor 


Type a name for the Movable button and click 
OK. 


Note: Movable button names will appear in 
a green box displayed in the center of 
the button whenever the Movable 
Button Tool is active. 


| Enter Name 


For a button to be movable, it must have a name. Please enter a unique descriptive name for this 
movable button: 


Square 


Cancel | 
|__| 


Click and drag the Movable button on top of 
the button that will be the destination, then 
release the mouse button to drop it. The Enter 
Name dialog will appear for the Destination 
button. 


Note: The board background can be a valid 
destination for a Movable button. 
Simply drag the Movable button to 
any location on the board 
background to create that pairing. 


The red highlight indicates the original position 
of the Movable button. 


Drag and drop the Movable 
button onto the desired 
Destination button. 
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5 


6 
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Type a name for the Destination button and 
click OK. 


Note: Destination button names will appear 
in a red box displayed in the center of 
the button whenever the Movable 
Button Tool is active. 


Enter Name 


For a button to be a destination for a movable button, it must have a name. Please enter a unique 
descriptive name for this destination button: 


[Green Box 


Cancel 


Assign actions to the Destination button that 
will get performed when the current Movable 
button is dropped on this Destination button. 


Note: A Destination button can be paired 
with multiple Movable buttons. 


Note: A Destination button can not be 
selected unless it is assigned its own 
actions that are not associated with a 
specific Movable-Destination 
pairing. Refer to the Editing Actions 
for a Movable-Destination Button 
Pair section in this chapterfor more 
information. 


Assigned Actions Action Details 


Play Recorded Message 


A recorded “boing” sound will be played when 
the paired movable button is dropped here. 


When the application is placed in the Use 
mode and the “Square” Movable button is 
dropped on the “Green Box” Destination 
button, the assigned Speak Message action 
will be performed. 


When you drop 
the square into 


the green box, 
you will hear the 
“boing” sound. 
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Editing Actions for a Movable-Destination Button Pair 


Using the Movable Button Tool (Preferred at 
Method) é | 
Using the Movable Button Tool, drag the Movable 

button on top of the Destination button you want to 
edit. Because you’ve already given names to the 


Movable and Destination buttons, you won’t be 
asked again to enter names. 


The Button Actions dialog will appear. Only the 
actions that are associated with this Movable- 
Destination button pair will be displayed. Edit the 
action list as necessary. 


The easiest method to edit the 
assigned actions for a 
Movable-Destination pair is to 
drag and drop the Movable 
button onto the Destination 
using the Movable Button Tool. 
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Editing the Destination Button (advanced) 
Double-click the Destination button as you would to edit the actions of a normal button. 


The Button Actions dialog will appear. All actions assigned to this button will appear. Edit the actions in the 
If or Else If action block with the name of the appropriate movable button. 


Destination Button Actions (Green Box) 


Basics | Messages | Board Change | Text & Cursor | Message Files | Settinas | Variables | Quick Actions | Cool Stuff | 
Action Menu General Help Assign Remove Order Insert 


For additional help, point to one of the four topics listed to the right of 
"General Help" above. 


Clear ieee Display Action that is performed if the 
button is selected directly or via 
scanning. 

Assigned Actions Action Details F 
Speak Message Green box Actions that are performed only 
j |svmovable = Square if the Movable button “Square” 
Play Recorded Message [Baing! K í 
Else If [svmovable = Diamond | IS dropped on this button. 
Play Recorded Message Bloip 
Actions that are performed only 
Sala 
Aa = < if the Movable button 
o | Didis | > “Diamond” is dropped on this 


button. 


Note: Refer to the Chapter 20 - Working with Variables for more information on conditional If blocks. 
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Setting a Movable Button to “Snap Back” 


A Movable button can be set to “snap back” to its original position if it is dropped on an invalid destination. 
(By default, the program would leave the Movable button wherever it was dropped.) This can be useful if 
you want to create an activity that provides feedback as to correct Movable-Destination pairs. 


In this activity, the 
board background is 
not a valid destination. 


The background of the board is not a paired destination for the circle Movable button. 
If this button is dropped on the background, it will snap back to its original position. 


Right-click the Movable button which will be 
assigned the “snap back” property and choose 


Movable Button Properties from the 
contextual menu. The Button Properties 
dialog will appear. 


Cut Button 


Copy Button 

Clear Button > 
Import Picture 

Font... 

Properties r 
Movable Bu’ton Properties... 
Alignment ie > 


Select the Snap Back option and click OK. 


Button Properties 


Enter the unique button name: 


The name of the 


Circle 


Specify the type of the button: 
© Standard button 


(@ Movable button 


V fee 
destination 


f Shap Back: Snap this movable button back to its last position when dropped on an invalid 


love Clones: Instead of moving the movable button itself, create a new "cloned" copy 
jenever this movable button is grabbed 


Movable button 
being edited. 


The Snap Back setting returns the 
Movable button to its original position if 
it is not dropped on a valid destination. 
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Setting a Movable Button to Clone Itself 


A Movable button can be set to clone itself. When such a Movable button is dragged to a new position, the 
original button will remain in place and an identical copy of the button will be moved. A single Movable 
button now becomes a source for an unlimited number of cloned Movable buttons. This is especially useful 


in counting activities. 


The original button 
remains in place. 


A cloned copy of the 
original button is 
moved in its place. 


Right-click the Movable button you want to clone, and choose Movable Button Properties from the 
contextual menu. The Button Properties dialog will appear. 


Select the Move Clones setting, and click 
OK. 


Button Properties 


Enter the unique button name: 


The name of the 
Specify the type of the button: movable b utton 
C Standard button being edited. 


@ Movable button 


Circle 


f Shap Back: Snap this movable button back to its last position when dropped on an invalid 
destination 


Instead of moving the movable button itself, create a new "cloned" copy 
bbe 


Mo 
M she movable button is grabbed 


C Destinati button 


With the Move Clones options 
selected, you can now move copies of 
the original movable button. 
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Centering a Dropped Movable Button 


A Destination button can be set to automatically center any paired Movable button that is dropped on it. This 
is a very useful setting if it is important for a Movable button to snap to a specific location, which is 
determined by the location and size of the paired Destination button. 


Right-click the Destination button you want to center, and choose Destination Button Properties 
from the contextual menu. The Buttons Properties dialog will appear. 


Select the Center Movables option, and click 
OK. 


Button Properties 


Enter the unique button name: 


Green Box 


Specify the type of the button: 


© Standard button 


The name of the 
Movable button 
being edited. 


© Movable button 


r 


= 


(© Destination button 


fy Center Movables: Force movable buttons to appear in the exact center of the destination 
button, regardless of where they're droppe 


The Center Movables setting 
will center a dropped Movable 


button within this button. 
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Changing Button Types 


Using the Button Properties dialog, it is possible to change a Movable button into a Standard or Destination 
button. Similarly, a Destination button can be changed into a Movable or Standard button. 


Note: This is done primarily to turn a Movable or Destination button back into a standard button. 


Right-click the Movable or Destination button whose type is to be changed and choose Destination 
Button Properties or Movable Button Properties from the contextual menu. The Buttons 
Properties dialog will appear. 


Button Properties 


Select the appropriate option, and click OK. Erter the unique buton name: 
os j Green Bok The name of the 
Speci noe cl TRA Movable or 
C Stondard buton Destination button 
2 A E being edited. 
I 
r The type of the button 


© Destination button 


r 


Cancel 


(Movable, Destination, 
Standard) can be 
changed here. 
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Scanning and Movable Buttons 


Movable buttons are best used with one of the direct selection access methods. However, Movable buttons 
can also be used with any of the scanning access methods. Special scanning behaviors were added to the 
program to allow Movable buttons to function with the various scanning access methods. 


Select the Auto Scan access method 
(Dynamic Boards > Access Method), then 
place the program in the Use mode. | 


In this activity, only the Movable buttons will scan. 


Put 6 squares in the green box 
and 3 diamonds in the blue box. 


The program will highlight buttons according 


to normal scanning rules. (E) 
i ® © A 


Note: Destination buttons will not scan 
unless they are also assigned actions 
that are not associated with a specific 
Movable-Destination button pairing. 


Once a Movable button is selected, it will The selected Movable button 
remain highlighted in blue as a reminder that remains highlighted in blue. 
it is selected. The subsequent scanning 
choices will be limited to only paired 


Destination buttons Put 6 squares in the green box 
f d 3 diamonds in the blue bo 


Only valid Destination 


: ; buttons will scan. 
cause the Movable button to glide from its old 


2 position into the Destination button. 


Note: If a Movable button is accidentally 
selected, it can be deselected by 
allowing the scan to loop through the 
Destination buttons until the loop 
limit is reached as specified in the 


Scan Loop Settings (Dynamic 
Boards > Access Method > The program attempts to distribute the Movable 
Scanning Options). buttons around in the Destination button. 


Note: By default, when in a scanning access method, the program attempts to distribute selected Movable 
buttons within the Destination button to prevent them from being stacked on one another. If 
appropriate for the activity, use the “centering” Destination button property to have the Movable 
buttons centered in the Destination button. Refer to the Centering a Dropped Movable Button section 
in this chapter. 


Selecting one of the Destination buttons will E O 
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Limitations of Movable Buttons with Scanning Access 
Methods 


While Movable buttons can be used with scanning access methods, there are limitations that need to be taken 
into consideration when designing a Movable button activity for use with a scanning access method. 


e If the board background is paired with a Movable button, it will not be highlighted as a valid 
destination for a selected Movable button. The workaround for this is to make an invisible button on 
the background that is paired to the Movable button. 


e Movable and Destination buttons should not be placed within scanning groups. They will exhibit 
unexpected scanning behavior if they are part of a scanning group. 
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Chapter 17 
Working with PopUp Boards 


Chapter Overview BW] 


You have the ability to create small communication boards that pop up on top of the current board in use. 
PopUps allow you to keep the overall appearance of a board very simple while allowing the user access to 
additional button choices when necessary. PopUps are an excellent way to contextually organize a large 
quantity of vocabulary that is related to a specific activity. 


The following topics will be covered: 
e Creating a PopUp Board 
e Using PopUp Boards with a Message Display 


A PopUp board can 
provide a user with 
more button choices 
when they are needed. 
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Creating a PopUp Board 


To create a PopUp board, lay out the buttons for the PopUp right on the topic board itself. A special 
command will remove the additional buttons and create a PopUp board sized to exactly fit them. 


The board that 
opens a PopUp 
is called the 
topic board. 


The buttons for 
this PopUp are 
first arranged on 
the topic board 
before the PopUp 
is created. 


This button will 
open the PopUp 
board shown. 


mn... 


Note: A PopUp board can open another PopUp board, but it should not be used to change to another board 


(Board Change action). The Change Board Back action should be used to leave a PopUp board and 
return to the topic board that called it. 


Create the buttons that will become the PopUp 
board in the location where the PopUp board 
should appear. 


1 Tip: Create the buttons wherever it is 
convenient, then use the Pointer Tool 
to move them into final position where 
the PopUp board should appear. 


Note: Make sure ALL the buttons created ares ae 


for the PopUp board are selected | Action 
before proceeding with this step. T 

2 (Hold down the Shift key while | ae 
clicking on each button.) Presea Deny 


Create Scanning Group Ctrl+G 
Choose Dynamic Buttons > Create PopUp 
Board. 


Special Buttons 
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The selected buttons are cut from the topic The program will 
board and pasted into a new board that is sized set the PopUp 


accordingly. board size to be 
, slightly larger 
When the Save As dialog appears, type the than the selected 


name for your new PopUp board. buttons. 


Tip: It will be helpful to give the PopUp 
board a name that will identify it as a 
PopUp; for example, "Utensil PopUp", 
or “PopUp-Utensil". That way, it can 
quickly be identified for other use as a 
PopUp on other boards. 


Once the PopUp board has been created, the appearance of the buttons can be set by choosing the 
desired color, border, and corner settings. 


Add symbols, text, and button actions to the PopUp if that was not done before using the Create 
PopUp Board command. 


Note: Be sure to assign at least one button the Change Board Back Action, then save the board. 


Go back to the original topic board. 


Double-click the button that will be used to activate your PopUp board. 


Select Go To PopUp Board in the Actions 
list (Change Board category). Basics | Messages Board Change | Text & Cursor | | 


Action Menu 
Change Board 


Return To Bookmark 
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The new PopUp board will automatically be 
selected in the board list. Its location is based 
on where you originally placed the buttons on 
the topic board when you used the Create 
PopUp Board command. 


7 Click the OK button when finished. 


Tip: To reposition the PopUp board later, 
edit the assigned Go To PopUp Board 
action and adjust the location 
measurements, which are relative to the 
upper left corner of the board. 


Double-click to Select a PopUp Board. 


Specifies the 
PopUp board's 


Use the scroll arrows i necessary. 


location on the 
topic board. 


p PopUp Board Location 
5.25 Inches from the Left. 
[zz Inches from the Top 


Cancel 


Using PopUp Boards with a Message Display 


PopUp boards can be used to place text into or control a Message Display on the topic board or a previous 
PopUp board. Message Display actions selected on a PopUp board without its own Message Display will 
flow back down PopUp links until a Message Display is found. 


PopUps without Message Displays 


Text or Controls 
flow down to 
Message Display 


“Go To PopUp” 
Links 


Message Display 
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PopUps with and without MessageDisplays 


Text or Controls 


“Go To PopUp” 
Links 


Contents Preserved 
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Chapter 18 
Working with Quick Action Buttons 


Chapter Overview BW] 


A collection of “Quick” actions are provided to create buttons whose content can be edited while working in 
the Use mode. Quick Text buttons and actions allow a user to compose and save text messages to the face of 


a button. Quick Picture buttons and actions allow the user to copy a picture from one button to another. 


Quick Record buttons and actions allow the user to record and save a message to a button. There are also 
Quick Day, Quick Date, and Quick Time buttons which automatically display the current day, date and time. 


These “Quick” buttons and their associated actions provide a means by which the content of a specific board 
or activity can be quickly updated or personalized as needed, without having to edit the board in the Design 


mode. 


The following topics will be covered: 


e Working with Quick Text Buttons e Creating Optional Quick Text Control Buttons 


e Working with Quick Picture Buttons e Working with Quick Record Buttons 


e Adding Quick Day, Quick Date, or Quick Time 
Buttons 


Save text mes- 
Sages using 
Quick Text but- 
tons 


Quick Text 


Copy to 
Quick Text 
Button 


button 


Record 
messages 
using Quick 


Quick Day 
Wednesday button 
Wednesday, Sep 06, 2006 Quick Date 

button 
12:47 


Today's 


Homework Copy to 


Quick Text 
Button 


Record 
buttons. 


Record 
Message 


] Message 


Change 
pictures using 
Quick Picture 
buttons 


from techer 
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Working with Quick Text Buttons 


The Quick Text actions make it possible to compose and save a message to a button while in the Use mode. 
This can be useful for saving novel messages, schedules, and menus. Quick Text buttons are ideal for 
individuals who need the content on a board or in an activity to be updated periodically. 


Quick Text buttons make it possible to update this daily cafeteria menu. 


eS 


The text on Abig red apple| Lots of oreos | Chocolate milk | Chocolate chip A Message 
these Quick cookies Display is 
Text buttons 

needed to 
can be quickly compose the 


updated while 


l — 
i = 


; text that will 
the program is be copied to 
in ay Use a Quick Text 
mode. button. 


Special actions allow these buttons to copy 
text back and forth between the Message 
Display and a Quick Text button. 


Double-click the button that will become a 
Quick Text button. 
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Assign the Quick Text action (Quick Actions 
tab). The Enter Text dialog will appear. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor | h 
Action Menu | 


a 
Quick Speak 
Quick Type 
Display To Quick Text 
Quick Text To Display 
Variable To Quick Text 
Quick Picture 
Copy To Quick Picture 
Quick Record 
Set Quick Record 
Quick Day 
Quick Date 
Quick Time 
Speak Day/Date/Time/Prediction a 


Type an initial message for the Quick Text or 
leave the message blank and it can be filled in 
later by the user. 


Click OK when finished. 


Enter Text 


Type the initial message 
or leave it blank. 


GetTet | 


Assign the Quick Speak and/or the Quick 
Type actions (Quick Actions tab) to make the 
button speak and/or type its message into the 
Message Display when selected. 


Click OK when finished. 


The Quick Button Actions 
Speak and 
Quick Type 
actions tell the 
button how to 
use its saved 


message text. 


Basics | Messages | Board Change | Text & Cursor | | 
Action Menu 
Quick Text 


Quick Type 

Display To Quick Text 
Quick Text To Display 
Variable To Quick Text 
Quick Picture 

Copy To Quick Picture 
Quick Record 

Set Quick Record 
Quick Day 

Quick Date 

Quick Time 

Speak Day/Date/Time/Prediction w 


Double-click the button to be used to copy the 
Message Display text to a Quick Text button. 
Assign the Display to Quick Text action 
(Quick Actions tab), then click the OK 
button. 


This button will copy the 


| Paste to Button | | "ew message and start 
Leet | the Quick button 


selection mode. 


Assigned Actions Action Details 


Display To Quick Text 
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To use a Quick Text button, switch the application to the Use mode (Ctrl +U). 


Type a message in the Message Display. 


Click the “Paste to Button” button. The cursor will change to a pointing finger, indicating the 


application is in the Quick button selection mode. 


Click on a Quick Text button. The new message text will appear on the face of the button. Any existing 


text will be replaced. 


Click the Quick Text button to hear it speak the message. 


Wednesday, April 11, 2007 Can Ihave 


thank you 
Re) 


Gi E 
eee 
A red apple} | lots of biscuits | | chocolate milk “chocolate chip 
cookies 
R 
0 "a “ 


Click the Quick 
Text button and 
the new message 
will appear. 


| a | i= | Clear Display Clear Button Paste to Button | Copy from Button 


Click here to enter 
the Quick button 
selection mode. 


Note: The font and font appearance of Quick Text buttons can be set by using the contextual menu 


or by choosing the appropriate command from the Text menu. 


message. 


se E E 
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Creating Optional Quick Text Control Buttons 


Buttons with additional Quick Text actions can provide the user with control over the content of the Quick 
Text buttons. 


Clearing the Message Display 
Double-click the button to be used to clear the ` Clear Display | Message Display. 
Message Display. = Nad 


Mil Assign the Clear Message Display action Assigned Actions Action Details 
(Messages tab), then click the OK button. Clear Message Display 


In the Use mode, click on this button to clear 
the Message Display so you can type a new 
message. 


Clearing a Quick Text Button 


Double-click the button to be used to clear a ' i Cl F it ' This button clears a 
Quick Text button. ear button N Quick Text button. 


Assign the Clear Message Display action 


PA (Messages tab) and the Display to Quick Assigned = Action Details 
Text action (Quick Actions tab), then click Clear Message Display fF 


the OK button. Display To Quick Text , 


In the Use mode, click on this button, then 
click on a Quick Text button to clear its 
contents. 


Copying text from a Quick Text button to 
the Message Display This button will copy 
the text from a 


Double-click the button to be used to copy the 


: 3 Quick Text button 
text from a Quick Text button to the Message ! Copy from Button | into the Message 
Display = = eee ht Display where it can 

f i be edited, printed, 
3 Assign the Clear Message Display action or spoken. 


(Messages tab) and the Quick Text to 
Display action (Quick Actions tab), then ae Action Details 


click the OK button. leat Messans DARIA) =e 


Quick Text To Display 


In the Use mode, click on this button, then 
click on a Quick Text button whose text will 
be copied to the Message Display. 
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Working with Quick Picture Buttons 


The Quick Picture action makes it possible to change the picture on the face of a button while working with 
the board in the Use mode. This is extremely useful for creating interactive activities, quizzes and games. 


Animal Facts 
amu i 


What eats leaves from the top of trees? 


TD t X Mm A ail 


Quick Picture 
buttons will dis- 
play the answer 
the student 


Which animal lives farm? 

———[—[—S_ selects. 
TO ti & >L & f 
Which animal does have any upper front teeth? The answer 


buttons are set to 
copy their pictures 
to any one of the 
Quick Picture 
buttons. 


ms? x i 


What has legs, but no hands? 


Tt He @ apo 


Which animal gives us milk? is there another? 


Sass Chk ff w * bh Y 


Quick Picture buttons make it possible to create “fill in the blank” activities like this one. 


Note: The Set Button Picture action can also change the picture on a button while in the Use mode. 


Double-click the button that will become a 


Quick Picture button. ry ee 


top of trees? 
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Assign the Quick Picture action (Quick Actions tab), then click OK. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor| Message Files | Settings | Variables Quick Actions | Coot Stuf | 
General Help Assign Remove Order Insert 


his action allows a button's picture to change in response to a Copy to 
juick Picture action. 


Check the Save All 
Changes box to save any 
Quick Picture change 
made to this button. Other- 
wise, the changes will be 
temporary. 


ick Time 
Speak Day/Date/Time/Prediction 


Note: By default, Quick Picture changes are not saved on the board. To save any changes, select the 
Save All Changes box in the Action Details list for this action. If you will be using an 
activity over again and wish to have the same starting point, do not select the Save All 
Changes option. 


Double-click the button whose picture will get 
copied to a Quick Picture button. 


Assign the Copy to Quick Picture action (Quick Actions tab), then click the OK button. 


Check the Copy Every- 
thing box to copy every- 
Assigned Actions Action Details thing on the button face to 


Copy To Quick Picture 64 Copy Everything the selected Quick Picture 
button. 


Note: By default, only the picture closest to the top-left corner of the button (if there are multiple 
pictures) will be copied to a Quick Picture button. To copy the entire content of the button 
(pictures, text, and lines), select the Copy Everything option in the Action Details list for 
this action. 
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To use a Quick Picture button, put the application in the Use mode (Ctrl +U). 


Select any button assigned the Copy to Quick Picture action. The cursor will change to a pointing 
finger, indicating the application is in the Quick button selection mode. 


Click on any Quick Picture button. 


Click on the “cow” button and The pointing finger indicates the 
then on the blank Quick Picture program is in Quick button 
button to fill in the blank. selection mode. 


H ai 


there another? 


O ti H 98 & 


Which animal gives us milk? 


wee tg edA Care 


Note: After selecting a button with the Copy to Quick Picture action, selecting any button other 
than a Quick Picture button will cancel the Quick button selection mode. 


Is 


| Boardmaker Software Family v6 User's Guide 


Working with Quick Record Buttons 


The Quick Record action makes it possible to record and save a message on a button while in the Use mode. 
This can be useful for recording novel messages, sending audio notes to or from home/school, or in creating 
articulation activities. 


Quick 
Record but- 
tons. One 
message but- 
tonis provided 
for each 
potential 
need. 


This button 
initiates the 
Quick Record 
mode. 


Quick Record buttons make it possible to create activities in which 
messages can be quickly recorded and saved while in the Use mode. 


Note: Quick Record requires partner assistance to be fully accessible. Be careful when using Quick Record 
buttons on boards designed for individuals using scanning access. Consider removing these buttons 
from the scanning sequence (refer to the Using the Sequence Tool in Chapter 22). Buttons removed 
from the scanning sequence can still access Quick Record buttons by enabling the Allow Direct 
Selection When Possible option in the Scanning Options dialog (Dynamic Boards >Access 
Method > Scanning Options...). 


Double-click the button that will become a 
Quick Record button. 
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Assign the Quick Record action (Quick 
Actions tab), then click OK. 


Assign Remove Order Insert 


Tus achon allows a button's recorded message change in response to a Set 
juick Record action. 


Q 
Quck Time 
Speak Day/Date/Time/Prediction 


Assigned Actions ‘Action Detals 


Double-click the button that will be used to = 
initiate the Quick Record mode. eea ry 


Coty 


homework 


a= 
* 


Assign the Set Quick Record action (Quick Eas Ne 
Actions tab), then click OK. Garguek HEENA 


To use a Quick Record button, put the Click here eling reading 
application in the Use mode (Ctrl +U). to initiate 

the Quick Ca » (}) 
Select the Record Notes Home button. The Record 


cursor will change to a pointing finger, mode. homework 
indicating the application is in the Quick ee 
button selection mode. P * 


Click on any Quick Record button. The 


The pointing finger indicates 
Record Sound dialog will appear. P Ta 


the program is in Quick but- 


f i ton selection mode 
Note: After selecting a button with the Set 


Quick Record action, selecting any 
button other than a Quick Record 
button will cancel the Quick button 
selection mode. 
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Click the Record button to begin recording The Record button will 
the message. Click the Stop button (toggled become the Stop button 
Record button) when finished recording. once recording has started. 
Click the Play button to hear the recorded 
message. Record Sound 

z : 1. Click Record 
Click the OK button to close the dialog and 2. Speak into microphone. 
save the recorded message: 4 Eick Play to check recording. 

5. Click OK or Cancel when finished. 
Note: The Record Sound dialog is not Record Time {sec}: 30 


accessible via scanning selection. To 


prevent an individual using scanning 


access from being unable to cancel 
out of this dialog, it has been Recording time counter. 
modified so that it will automatically 
close after 15 seconds if a recording 
has not been initiated. 


After saving a Quick Record message, 
selecting the button again will play the spelling Selecting 


message that was just recorded. the button 
again will 
play the 


message. 
“Sarah 


Instructions: Click on the green 

button, then click on one of the needs to 
buttons to the right and record a ; ” 
a message to the caregivers at practice wae 
home. 
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Adding Quick Day, Quick Date, or Quick Time Buttons 


The program provides button actions that will display the current day, date, or time on the face of a button. 
Two additional button actions allow these buttons to speak or send their contents to a Message Display. 


Note: Your computer must be set for the correct date and time. This can be changed using the Windows 


Date/Time control panel. 


Double-click the button that will be used to 
display the current day, date, or time. 


Assign the Quick Day, Quick Date or Quick 
Time action (Quick Actions tab) as 
appropriate. 


1 Note: To change the display format of the 
date or time, click the Customize 
button in the Regional and 
Language Options Windows 
control panel (Regional Options 
tab.) 


This invisible button will 
display the current date. 


Assigned Actions Action Details 
Quick Date 


Assign the Speak Day/Date/Time/Prediction 

and/or Type Day/Date/Time actions (Quick 

Actions tab) to make the button speak and/or 
2 type its contents in to the Message Display. 
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Assigned Actions 
Speak Day/Date/Time/Prediction 


Type Day/Date/Time 


Action Details 


Use these actions to display, speak, 
or type (in this case) the current date. 
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Chapter 19 
Other Useful Program Features 


Chapter Overview BW] 


This chapter provides instructions and information on a variety of very useful program features. Some of the 
most common “how to” questions about the program are answered and explained in this chapter. 


The following sections will be covered: 


e Launching Programs e Random Action 

e Playing Movies e Selecting and Changing Voices 
¢ Voice and Sound Volume e Setting a Private Audible Cue 
e Changing the Pronunciation of Words e Password 

e Greeting e Display Menus or Title Bars 

e Saving a Board’s Action List e Usage Counts 


e Printing Interactive Boards 


You can play movies on your 
buttons, in a Message 
Display, or on the board itself. 


Change and configure the 
voices you want to use. 


Choose Yoices xi 
Select the Type of Voice 
C Use SAPI 4 Voices C Use RealSpeak Voices 
@ Use SAPI 5 Voices 
ee ee n ] Voice Name Pitch Speed 
1. Main Voice CE eta E 
2. Preview Voice [Mictosot Mike x [Defaut z] [Defaut z] 
3. Altemate Voice [Microsoft May = [Defaut >] [Defaut z] 
4. Alternate Voice [MictosotSam ss [Defaut z] [Defaut z] 
Change Word Pronunciations... | Cancel OK 


Change the pronunciation 


of mispronounced words. 
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Launching Programs 


Programs, documents, or files can be launched from a board by linking a button to a shortcut for the program 
or file. You should create an alias of theprogram or file you want and move it to the SDP Externals folder 
before you assign the Launch Programaction to a button. 


USW'wW'S2000CD. hip 
Creating a Shortcut (2 20 Fie 


Locate the program you want to launch in 


Windows Explorer (or using My a au Right-click a file to 

Computer). i create a shortcut. 
Send To 

Right-click on the desired program or file icon Cut 

and select Create Shortcut from the pop-up Copy 

ore EE] 
Delete 


Rename 


Properties 


Drag (or copy) the shortcut you created into Cem 
the SDP Externals folder. This folder can oroi een A 

usually be found along the following path: T 6 SE Saleen 
C:\Program Files\Boardmaker with SD Sign | BS rere meres 
Pro\SDP Externals. ferme aa st 


Other Places es Fle Folder 4117/2007 5:09 PM 


sand roker Fle Folder s1727 5:08 Pm 
> Program Fies E Symbol Folder Fie Folder 1opsteor 9:20 am ee fier 
@ Mycocunents templates sy2fa007 2:22 PL 

( Shared Documents 2 


Sarao 
ua szam RY) canza 


3/26/2001 10:00PM 
50/2006 3:31 PM 


@ My Computer 
E My Network Places 
Details X 


juwis se 
DPwseupt.exe 591KB Aopicaton 


[- UNWISES2. YE 
Details z 


mc WR esse ore 


azı m: 


USWWS20000D.hip 
Help Fik 


KE 


/52000.cnt Shortcut to USWWS52000CD.exe 


wee e 


Linking a Button to the Shortcut 


Create a button that will be used to launch the This button will launch the 


application or file and assign it the Launch 
Application action (Cool Stuff tab). 


Calcu-Scan program. 
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In the dialog box that appears, select the 
shortcut you created and click on OK. Close } Ss 


Basics | Messages | Board Change | Test & Cursor | Message Files | Settings | Variables | Quick Actions Cool Stuff | 


the Button Actions dialog when you finish south SEK) Rabe ae 
aa è ES) 
editing it. pae Sn 
Cancel Speech [Custom Indicator bmp 
$t Button Pictu [SDP Button Cick wav Doidia cick in Selecta Shota 
4 Note: Only shortcuts placed in the SDP a 


Externals folder can be selected. 


Use the scroll arrows if necessary. 
Assigned Actions 


Enter optional command line arguments here: 
- 
aca) owe 
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Random Action 


You have the ability to create buttons that can perform a random action from their list of assigned actions. 
This allows you to create a button that might randomly select a response from a list of greetings or randomly 


select a name, number, or color. 


The following is an example of creating a 
button that will speak students’ names at 
aim random. 


Create a button and assign it the Random 
action (Cool Stuff tab). 


Action Details 


Assigned Actions 


Assign a series of Speak Message (or other) 
actions, each given a different student’s 
name. 


When the program is in the Use mode, the 
button will randomly speak one of the 
student's names each time it is clicked. 


2 Note: If you want a button to perform 
another action after a Random 
action, e.g., a board change, assign 
the End Random action (Cool 
Stuff tab) then assign the other 
desired action. 
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Assigned Actions Action Details 


Speak Message 
Speak Message i 
5 ge 


Speak 


Assigned Actions Action Details 


Speak Message y [Lindsay 
Speak Message \\ [Natali 


Only the indented actions under the 


Random action are selected randomly. 
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Playing Movies 


You have the ability to play a movie from a button. The movie can play on the face of the button, in the 
Message Display, or it can fill the entire board. 


The program supports movies in the .avi, mpg, and .wmv formats. 


Note: There are many variations of all the formats. Certain variations will require the installation of 
additional encoding software. 


Double-click the button that you want to use a 


to play a movie. 


Basics | Messages | Board Change | Text & Cursor | | 
Action Menu 


Click the Play Movie action in the Cool 
Stuff tab. 


Random 
End Random 


Set Button Picture 
Set Button Label 

Set Button Properties 
Nalan 


Locate and open a saved movie. za 
Look in: [© TeShessmm H egm 


Type: Video Clip 
Documents Duration: 0:00:11 
ga Dimensions: 320 x 240 
E Size: 2.16 MB 


Desktop. 


$ 


My Documents 


7 
gE 
My Computer 
oo oco E |) 
a 
My Network Fies of type: Movie (*.avi;”.wmv;*.mpg) x] 
Places 


J” Open as read-only 


Assigned Actions Action Details 


Play Movie tie shoe 3.avi Play on Button 


The Play Movie action and the name of the selected movie will appear in the Assigned Actions list. 


By default, the movie is set to play on the face of the button. Clicking where it says Play on Button 
will change where the movie is played. You have the following three options: 


e Play on Button - Plays the movie on the face of the button. 
e Play on Message Display - Plays the movie in the board’s Message Display. 


e Play on Board - Plays the movie on the board. 
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Voice and Sound Volume 


The various types of sounds (voices, recordings, feedback sounds) in the program can be configured with 
different volume levels or turned off entirely. To set the volume levels, choose Dynamic Boards > Speaker 
Volumes. 


Speaker Yolumes 


Configure how the 


different volumes are 
C No Separation. Use Control Panel Volume Setting. set and controlled. 


Separation of Sounds 


(* No Separation. Use Volume Setting Bator 


Set the Loud 


and Soft Left Channel and Right Channel 
volumes. = - Normal 
Show Soft Settings | voice-and 


recording 


Loud Settings Volume volume. 


Normal Sounds 


Preview Sounds 

Button Click Sounds Preview 
voice and 

Button Scan Sounds = recording 


volume. 


Get | Audible feedback 


sound volumes. 


Separation of Sounds 
These three options let you choose how the program volume levels will be controlled. 


e No Separation. Use Control Panel Volume Setting - All volume levels are set by the Windows 
Sounds control panel. 


e No Separation. Use Volume Settings Below - Allows you to set volume levels for each of the 
different types of sounds (pictured above). 


e Left Channel and Right Channel - Allows you to set independent volume levels for the right and left 
speakers for each of the different types of sounds. This is used to set up a private audible cue. Please 
see the next section for details. 


Loud and Soft Volume Settings 


You can set the individual volume levels for two different volume sets, Soft or Loud. Click the Show Soft 
Settings button to change the volume levels for that set. The user can change between the Soft or Loud 
volume sets by clicking on buttons assigned the Use Loud Settings and Use Soft Settings actions (Settings 
tab). 


Turning Off Audible Cues 
If you would like to turn off any spoken or recorded previews that are assigned to your boards, select Mute 


as the Preview Sounds volume level. Any Spoken Preview or Recorded Preview action assigned to a 
button will be ignored, rather than just playing the sound and muting the volume. 
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Selecting and Changing Voices 


Speaking Dynamically Pro comes with the English Microsoft SAPI voices and the Nuance RealSpeak™ 
voices in the appropriate language (installed with the localized SDP files). You can also use other software- 
based SAPI 4.0 and SAPI 5.1 compliant voices. 


Boardmaker Plus comes with only the English Microsoft SAPI voices. You can also use other software- 
based SAPI 4.0 and SAPI 5.1compliant voices. 


You can change the voice settings by selecting Voice in the Dynamic Boards menu. At the top of the 
window, you can choose to use either the Nuance RealSpeak™ or the SAPI 4 voices or SAPI 5 voices. You 
will have different voices and voice settings in each speech engine. 


Note: The Nuance RealSpeak™ voices are female only. US English is the only language that includes a 
male voice. Nuance RealSpeak™ voices for other languages can be purchased separately. Contact 
your local Mayer-Johnson reseller for more information. 


Main speaking Voice used for Change speed 


Access the 


voice settings. spoken previews. and pitch settings. 


Choose Yoices 


Ctrl+D Select the Type of N% 


Ctrl+U C Use SAPI 


j y Design 


Use C Use RealSpeak Voices 


Access Meth 
Button Selectitn... 


Voice Number 
[Click To Hear ] 


Speaker okma 1. Main Voice | | Default vi | Default bd | 
Keyboard Response... 
Button Keys... 2. Preview Voice | | Default x] Default hd | 
nae erica 3. Alternate Voice | [Microsoft Mary x] [Defaut x] Default 7] 
v Word Prediction... - 

[ Microsoft Sam z] | Default nä | Default ha | 


Abbreviations... 
Cancel | OK | 


Pitch Speed 


Microsoft Mike 


4. Alternate Voice 


Infrared GommandS,.. 


v Typing Shortcuts 


Change ‘Word P/ funciations... 


Restricted Use 

Usage Counts... 

Greeting... Two alternate voices can be configured. 
Password... See description below. 

Startup Board... 


Switching Voices from a Button 


You can make your buttons switch between any of the 
four voices by using one of the Use Voice actions Assigned Actions 


(Settings tab of the Button Actions dialog). 


Speak Message 


Action Details 


Note: These actions should only be used on a fast 
computer due to the potential delay resulting Speak Message 
from a voice change. 
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Setting a Private Audible Cue 


You can configure the program to provide a user with private audible cues through an earpiece or headset. To 
do this, you must use the Recorded Preview action (in the Basics tab) and will need to purchase a stereo 
splitter jack into which you will plug an earpiece and an external speaker. The splitter jack will send the right 
channel sounds to the earpiece and the left channel sounds to the external speaker, or vice versa. 


By using the Left Channel and Right Channel setting in the Speaker Volumes window (Dynamic Boards 
> Speaker Volume), a Recorded Preview can be configured to play through one channel (right or left) but 
not the other (see the picture below). You will want to set an appropriate preview volume level for the 
channel you have the earpiece plugged into and mute the volume for the other channel. 


Note: The synthesized voices cannot be set to play out of only one channel (right or left). They will always 
play through both channels. 


Speaker Yolumes i xÍ 


Separation of Sounds 


C No Separation. Use Control Panel Volume Setting. 


Ye t L ft C No Separation. Use Volume Setting Below. Set th e vol ume l evel 
ou must use Le i i for the main output 
Channel and Right © Left Channel and Right Channel k . 
voice. Right and Left 
Channel for private Show Soft Settings | Should be the same for 
audible cues. ; ; 
Loud Settings 1 Right Volume synthesized voices. 
Normal Sounds [Ma >] 
Preview Sounds [ss | Set the volume level 
Button Click Sounds M a for the channel 


connected to the 
Button Scan Sounds 4 x] [Mute ] 7] , 
earpiece. The other 
Cancel | 


channel should be 
I muted. 


: You may need an external 
Pie eset niece Or MAST speaker plugged into the other 
into the channel (right or left) p plugg 


set under Preview Sounds in Channel Flagging ther spliter 
he shove screëñ into the computer may disable 


any built-in speaker(s). 
Book cassette adapter 
(stereo splitter) 


Note: If you will be using a mono earpiece, you will need a stereo to mono adapter between the earpiece and 
the splitter. 
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Changing the Pronunciation of Words 


The synthesized voices will not always say words correctly, especially in the case of certain proper names 
and foreign-derived words. Alternate phonetic spellings for words can be saved to correct pronunciation 
problems for all available voices. 


Choose Dynamic Boards > Voice. The 
Choose Voices dialog appears. Select the Type of Voice 
@ Use SAPI 4 Voices C Use RealSpeak Voices 
Click the Change Word Pronunciations C Use SAPI 5 Voices 
button. Voice Number 
[Click To Hear ] Voice Name Pitch 
IÍ Note: Make sure the voice you need to edit is p3 
selected as the Main Voice. m 


E 
E 


Cancel 


Type the word that needs its pronunciation x| 
changed. 


Please type in the word you want to modify: 


[fad Ply | 


Click the Play button to hear the current 


pronunciation. Select one of the following: 
© Add this word to the dictionary 
: : an of this word 
2 Note: The screens shown in this example are 2 eee 


for the SAPI voices. The 
pronunciation screens for the 
RealSpeak voices will look different, 
but function in a similar fashion. 


tion or spelling 


Press "Next" when you've made your selection. 
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Click in the empty box in the middle of the xi 
screen. Type a phonetic spelling for the word. 


As you type each letter you will hear the 
progress of the new pronunce lation. Type in one or more words that, when spoken together. have the 

right pronunciation. For example, you would type "oh shen" for 
the pronunciation of “ocean’’. 


[outa 


Or, type in the phonetic version of the word, like in a dictionary. If 
you need a list of phonemes, press the "Phonemes" button. 


[touts Phonemes | 


Click Play again if you need to hear the new 
3 pronunciation. 


Click Finish when you are satisfied with the 
new pronunciation. 


Note: Ifyou click the Phonemes button, you 
must enter language specific 
phonemes. 


Printing Interactive Boards 


Typically, interactive boards are designed to fill the computer screen, which will make the board too large to 
print on a single piece of paper. To get around this problem, choose File > Print Board on Single Page. The 
application will automatically scale the board to fit on the piece of paper according to the current printer 
page settings. Refer to Setting the Correct Paper and Board Size in Chapter 1 for help with the printer page 
settings. 


If you use the teren oant nesem | otee ai Use the Print 
Print command, = S z Board on Single 
the board will print Page command to 


scale the board to 
fit the selected 


paper. 


on multiple pieces 
of paper. 


Note: Typically, interactive boards should be set to print in landscape mode rather than portrait mode as 
depicted above. Refer to the Setting the Correct Paper and Board Size in Chapter 1 to learn how to set 
a board to print in landscape mode. 
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Password 


A password can be set to prevent curious users from accessing the program’s Design mode. The password 
will be required when entering the Design mode only if the program is launched by double-clicking the 
board. Choose Dynamic Boards > Password. 


Note: To turn off the Password function, choose Dynamic Boards > Password. Leaving the new password 
field blank, click on the OK button. Click OK. 


Dynamic Boards Help 


v Design Ctrl+D 
Use Ctrl+U 


Access Method » 
Button Selection... 
Voice... 


Speaker Volume... The Design mode is 
id cada ia password protected only 


Button Keys... ` : . 
Highlight Buttons... when the application is 


v Word Prediction... opened in Use mode. 
Abbreviations... 
Infrared Commands... 

v Typing Shortcuts 
Restricted Use 
Usage Counts... 
Greeting... 


x 


Please enter a New Password: 


Startup Board... 


Greeting 


When the program starts, it can play a greeting message. Choose Dynamic Boards > Greeting to type in the 
greeting text. Click OK to save the greeting. 


| Dynamic Boards Help 
v Design Ctrl+D 
Use Ctrl+U 


| Access Method » 
Button Selection... 


Speaker Volume... . 
Keyboard Response... Enter your Enter a startup Greeting: 


eee cue greeting here. 

Highlight Buttons... Helo Paul 
v Word Prediction... 

Abbreviations... 


Infrared Commands... z ; ~= 
v Typing Shortcuts ance! | [ok 


Restricted Use 
Usage Counts... 


Password... 
Startup Board... 
Show > 
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Display Menus or Title Bars 


By default, the program is set to hide both the menu bar Dynamic Boards Heb 
and the board's title bar when in Use mode. Either of tee aw PORE 
them can be turned on. Senet ; 
eee 
Choose Dynamic Boards > Show and then choose E 


Menu Bar in Use Mode or Board Title in Use Mode 
from the submenu. 


Note: When you change the display options of the 


Password... 


menu or title bar, the boards will automatically Lp —_— 
scale themselves to fit the available screen A bioa 
space. Button Numbers 


Button Names 


v Board Change Indicators... 


Board Titles in Use Mode 
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Saving a Board’s Action List 


For the purpose of training or as a form of paper backup, a list of all the actions assigned to the buttons on a 
board can be saved to a text file, then printed. Each button on a board is assigned a specific number which is 
used to organize the action list file. The button numbers can be displayed on-screen and/or printed to match 
the action list. 


Displaying Button Numbers 
Choose Dynamic Boards > Show > Button Numbers. 


Dynamic Boards Help 


v Design Ctrl+D. 
Use Ctrl+U O Q Ci De 
| Access Method » 
Button Selection... 
Voice... 
Speaker Volume... 


| ; ; 5 
french toast pancakes 
See ein Displaying the 


Keyboard Response, 
Abbreviations... 


Button Keys... 

sconce button numbers b 7 

rfrered Conmands, bacon cereal 
v Typing Shortcuts ona boar d. 

Restricted Use 

Usage Counts... 

Greeting... 

Password... 

Startup Board... 

Scan Tools 


v Movable Button Tool 
v Symbolate Tool 


fried egg 


Button Numbers 
Button Names 


Saving the Action List 


Choose File > Export > Action List. 


File Edit View Text Dynamic Buttons Dynamic Boards Help 


ra cuien A portion of the action list text file. 
Open... ctrit0 
Close 
Save Cres 
Sosa P BreakfastBoard.txt - Notepad -|O) x| 
‘Save As Template... File Edit Format View Help 
Next Cr RA 
Previous Ctra Action Button[1] 
Speak message. I would like some french toast with lots of syrup 
Import... » Action Button 3 
Current Board to a Version 5.3 Board... Speak Message. I would like some pancakes with lots of syrup 
a crip  _ Folder of Boards to a Version 5:3 Folder... Action Button[3 ` n 
EN E aere eak Messe e. I would like two eggs over medium 
Dht ai eai RE a a OETA Soe Speak Message. a cup of coffee with cream and sugar 
Print Board on Single Page... 


Indivit 


ds to 5 Dynavox Package į 7 
Print for BM Activity Pad... Speak Message. a cup of tea with a little sugar 


Action Button[6 


Application Language... : 
Speak Message. some crispy bacon 
Recent Boards + Action Button[7 


Speak Message 
Action Button ay 

Speak Message. some fruit would be nice 
Action Button 37 

Speak Message. a glass of orange juice 
action Button[16] 

ikai une 


Bann! a aiana Ae santa. audinn 


. a bowl of super sweet, tripple coated, sugar bombs, they get me goinc 


E Saving the action 


list text file. 
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Usage Counts 


Choose Dynamic Boards > Usage Counts to display the Usage Counts dialog and to keep track of the 
number of times each button on a board was selected by the user. Recording the button usage can help track 
how a user is actually using each board. 


Note: Usage counts will not be saved until the action from the Board Change category occurs. No usage 
counts will be recorded by simply putting a board in the Use mode, using the board and then returnig 
to the Design mode. 


Turn on and off 
a Usage Counts. 
Display the Usage 


Reset Usage Counts for: Counts on the 
© Selected Buttons on This Board buttons. 


Usage Counts 


IV Enable Usage Counts 
IV Show Usage Counts 


Sentence 
Building 


like school 


© fia 


© All Buttons on This Board 
© All Buttons on All Boards 
(© No Reset Used to reset the 

button counts on a 


Cancel | single board or on 


all boards. 


The number of times these 
buttons have been selected. 


Note: The usage counts will not get reset until the OK button is clicked. 
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Chapter 20 
Working with Variables 


Chapter Overview BW] 


The Variables category of button actions gives you the ability to create buttons that will respond differently 
based upon previous button selections. These actions are based on the use of variables and “if, then, else” 
logic, i.e., “if” a condition is met (a certain button is selected), “then” a particular action is performed (when 
another button is selected), “else” a different action is performed. With these conditional actions, you can 
create smart buttons that can provide personalized responses, perform verb tensing, and a range of other 
custom behaviors. 
The following topics will be covered: 

e Variables Button Actions 


e Assigning Variables and Values 


e Testing Variables and Assigning Conditional Actions 


These buttons assign 

š 8 Mrs. Smith Zack 
the person’s name toa : = 
variable called “person.” iG Eis A 


These buttons 
check the value 
of the “person” 


variable to 
determine what 
message to 
speak. 
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Variables Button Actions 


The Variables tab of button actions provides actions that can make your buttons respond conditionally. A 


list of the Variables actions is given below. 


Button Actions 


Basics | Messages | Board Change | Text & Cursor | Message Files | Settings Variables | Quick Actions | Cool Stuff | 


Action Menu General Help 
Speak Message 


Order Insert 


Type Message For additional help, point to one of the four topics listed to the right of 


Play Recorded Message General Help" above. 


Assign Variable 
Assign Variable From Display 
Adjust Variable 
Speak Variable 


Type Variable Example of conditional 
actions assigned to a button. 


End If 
Variable To Quick Text 


Action Details 
Spoken Preview Use Button Text: hello 


lf person = mom 


Speak Message Hi mom 


Eke If 


person = dad 


Speak Message 


Hey dad 


Else If 


person = teacher 


Speak Message 


hello mrs. smith 


Else If 


person = Zack 


Speak Message 


Hey Zack 


Otherwise 


Speak Message 


hello 


EndIf 


Play Delete 


e Assign Variable - Assigns a variable value to a button, i.e., Person = “mom.” 
e Assign Variable From Display - Assigns the contents of the Message Display to a variable. 


e Adjust Variable - Adjusts a numerical variable by an amount, or adjusts a string (or word) by 
appending additional characters. 


e Speak Variable - Speaks the value of a variable. 
e Type Variable - Sends the value of a variable to the Message Display. 


e If- Performs a conditional test on a variable to check for a specific value, i.e., does Person = “mom”? 
If the condition is true, actions assigned after the If action will be performed. 


e Else If - Used in conjunction with the If action. This action is used to check a variable for alternate 
values, i.e., if Person NOT = “mom,” then does Person = “Dad”? If this condition is true, actions 
assigned after the Else If action will be performed. 


e Otherwise - Used to provide a default action if all conditional tests are false, i.e., Person NOT = 
“mom” or “Dad.” Actions assigned after the Otherwise action will be performed. 


¢ EndIf- Used to end a block of actions that are performed after an If, Else If, or Otherwise action. 


e Variable To Quick Text - Saves the value of a variable on a Quick Text button. 
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Assigning Variables and Values 


Having a button or buttons assign a value to a variable is the first step in creating a board with conditional 
button responses. Once a button assigns a value to a given variable (i.e., the user selects that button) other 
buttons can then test that variable for a specific value and perform actions accordingly. 


Double-click a button that will be used to set 
the value of a variable. Choose a button 


, that will assign a 
In this example, the name of the conversation variable a value. 


partner depicted on the button is assigned to a 
variable. 


Assign the Assign Variable action Button Actions 
(Variables tab) to the button. Basics | Messages | Board Change | Text & Cursor | t 
Action Menu 


Speak Message 
Type Message 
Play Recorded Message 


Assign Variable From Display 
Adjust Variable 

Speak Variable 

Type Variable 

li 


Type a variable name and a value for that xj 
variable. 
, Variable Name [peson —i—~—S 
In this example the name of the person 
depicted on the button is assigned to the ees mm 
variable “person.” 
Click OK when finished. 


cones! | 
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Testing Variables and Assigning Conditional Actions 


Having created at least one button that assigns a value to a specific variable, the If action can be used to 
check the value of the variable and conditionally perform an action or a block of actions. The Else If and 
Otherwise actions can also be used to check a variable for additional values and to define default actions 
when all If variable tests are false. 


The “If” Action 


This button will 
speak a specific 
message based on 
the value of the 
“person” variable. 


Double-click on a button that will test a 
variable and conditionally perform an 
action. 


In this example, the variable “person” will 
be tested to determine if a specific message 
will be spoken. 


Type the name of the variable to test and 
the value being tested for, then click OK I Acti E 


when finish e d. Enter the condtion you wish to test for. All conditions should be entered in the form of: 


Variable = Value 


Enter the Variable you want to test. 


ai a 66. 29 5 $ 
this a E see Pee 1S Eae a eerie Variable will be compared. 
2 eing tested for the value of “mom”. 


Variable Value 
. . . | = E] [rom 
Note: Variable/value comparison is not Examples tme -= pat 
limited to just the “=” option. cinia 8 
Other comparison options such as iy 


“not =” are available in the drop- 
down menu. 


Assign the action or actions that will get 
performed when the If variable test is true. 


The indented action will be 
performed only if “person = mom". 


3 Note: Actions that follow an If action 
will automatically be indented to 
help visually organize the actions. 


Assigned Actions Actio/ Metals 
person = mom 


Hi mom 


Speak Message 
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The “Otherwise” Action 


The Otherwise action is used to provide a 
default response when all the If and Else If 
conditional tests are false. 


Assign the Otherwise action (Variables 
tab) to the button, then assign the default 
action or actions to be performed. 


Note: The Otherwise action must 
follow an If action and can not be 
used by itself. 


The Otherwise action 
provides a default response 


when all If conditions are false. 


Assigned Actions Action Details 


Speak Message 


The “Else If” Action 


Use the Else If action to test a variable for 
other possible values. 


Click the last action to be performed in the 
If conditional block and then assign the 
Else If action (Variables tab) to the button. 


Enter the name of the variable to test and 
the next value to be tested for, then click 
OK when finished. 


Note: The Else If action must follow an 
If action and can not be used by 
itself. 


Use Else If to test for 


other possible value. 


Assigned Actions Action Details 


If 
Speak Message $— 


Else If 


Speak Message 


person = mom 
Hi mom 
person = dad 


Assign the action or actions to be 
performed if the Else If conditional test is 
true. 


This action get performed 


if “person = dad.” 


Action Details 


Speak Message / [Hi mom 


Assigned Actions 
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If Blocks and End If Actions 


The End If action is used to let the 
application know there are no more actions 
associated with the initial If conditional 
test, and any related Else If or Otherwise 
actions. These actions together form an If 
block. 


Assign the End If action (Variables tab) 
7 after the last action in the complete If 
block. 


Any actions that are not part of an If block 
will always be performed when the button 
is selected. 


Note: If you do not assign an End If 
action before you close the 
Button Actions dialog, the 
application will attempt to add one 
for you. 


Use an End If action to 


terminate an “If” block. 


Action Details 


/ [person = mom 


Assigned Actions 


[| 
[Speak Message J freis 


End If 


Any actions that precede or 
follow an “IP block will 


always be performed. 


Variables in Action 


When in the Use mode, selecting the 
“mom” button will assign the value “mom” 
to the variable “person.” This value will 
remain until another person is selected or 
the Use mode is exited. 


sm When any of the conversation buttons are 
selected, they will speak a message that is 
specific to that person (assuming one was 
specifically defined for that person). 


If a button does not have an If block testing 
the variable “person” for the value of 
“mom”, then it would speak the default 


message that follows the Otherwise action. 
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Select the 
“mom” button. 


These buttons will 
speak a message 
that is specific to 
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Chapter 21 
Creating Boards for Writing 


Chapter Overview 


There are a wide range of features and button actions that allow you to create boards that can function as 
writing aids or talking word processors. Numerous typing boards are supplied with the application, but you 
can also create your own. Features like word prediction, abbreviation expansion, and typing shortcuts can be 
used to improve the speed and quality of a user’s writing. The ability to save and open different message 
files can easily be added. The message files can contain text and/or symbols. 


The following topics will be covered: 


e Typing Board Layout Considerations e Word Prediction 

e Adding Prediction Buttons e Changing the Prediction Settings 

e Accessing the Word Prediction Keys e Editing the Word Prediction Dictionary 
e Abbreviation Expansion e Typing Shortcuts 


e Adding Text Editing and Cursor Control Buttons œ| Message File Control Buttons 
e Editing the Message File Boards e Basic Considerations for Scanning Access 


¢ Improving Access with the Scan Tools 


Sample typing board 


Tom ia Word 


prediction 


— : 
How are you doing? Is was ni biittons 


4 nickel 


S.nightmare__| Abbreviation 
[6.nightgown_| expansion 
Message button 
Display expand abbre 
mn = my name 
| | | | speak Speaks the 
Each button Message 
uses a Type | | PP Display 
Message 
action to Untitled 
input the | Í j Í | | new || open Buttons to 
letter. os = open and 
save 
SSA | main message 
i files 


Print button 
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Typing Board Layout Considerations 


A big advantage of using the program as your talking word processor or writing aid is that you can create a 
board that contains the exact buttons and features needed by your user. The cognitive and physical needs of 
the user will dictate the layout of the board you create. All typing boards share the same basic components: a 
Message Display, letters, function keys, and Message Display controls. 


Message ae T an example of a simple ABC typing 
Display Salc 


Letter keys 
add a letter to 
the display. 


Function keys 
control the 


H a 


Message Display 


The text in the Message Display can be any size or color that will benefit the user. The display can be 
configured to read letters or words as they are typed, or highlight words as they are read back. Refer to 
Chapter 13 - Using a Message Display with Text. 


Key Layout 


There are a variety of different letter layouts for a typing board. The layout you choose will most likely be 
determined by the user’s method of access. Typically, the letters are arranged to either simplify locating the 
desired letter or maximize access speed. An ABC layout is shown above, and two other examples of letter 


layouts are shown below. 

ef ME Had 
Aei folk [uw 
D00002 
rfet igap 
mhe dviz fs 


This layout is based on the 
standard QWERTY keyboard. 


The “frequency 
of use” layout 
positions the 
most often used 
letters in the 
first positions in 
the scanning 
sequence. 


quiw ie; r7t u;/i|}o;p 


| tab 


k 
z|x}|c|vib m | q | return 


y 
als|d/fj|gih] j 

n 

? 


space bksp shift | clear ! : " 


Display Control Buttons 
Typically, you will want to provide the user with common function buttons such as space, return, shift, 


backspace, clear, speak, and print. Typically, these actions, with the exception of the space, are placed at the 
end of the scan sequence because of their relatively infrequent use. 


224 


| Boardmaker Software Family v6 User’s Guide 


Word Prediction 


For many users, the word prediction feature available in Speaking Dynamically Pro can be tremendously 
helpful in assisting them in the writing process. Word prediction works by searching for and displaying the 
most frequently used words that begin with the letter or letters the user is typing. The user can then select 
their word when it appears in the list of predicted words. Word prediction saves a lot of time and effort by 
freeing the user from potentially typing every letter of each word. 


Hello, how are you? W 


When letters are typed, the prediction 
buttons search for the most frequently 
used words that start with the letter or 
letters. 


Clicking on a prediction button copies 
the word to the display. 


The Prediction buttons in the program can be arranged and configured to suit the user’s access, visual, and 
cognitive needs. The word prediction can be customized to: 


e learn and then predict new words entered by the user. 

e predict phrases manually entered into the dictionary. 

e make audible predictions to assist the pre-literate or visually impaired user. 
e be accessed either by on-screen selection or keyboard key. 

e make predictions either alphabetically or based on frequency of use. 


e use alternate dictionaries with specific vocabulary for language-based activities. 


These options will be covered in the next few sections. 
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Adding Prediction Buttons 


You can add up to 100 Prediction buttons to a board. Only the Button Speak (Cool Stuff tab) and the 
actions in the Board Change tab can be assigned to a prediction button. 
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On this example typing board, space was left in 
the upper left corner to add a few Prediction 
buttons. 


| vn ges Ol GPa Oral Pa BP We Be EELE 
a w] a Ee | tlylulilol p a 

h speak 
ya}s|/d;}fig}h)j] kj lye ba 

 z}xl|elv|b| nm] q| retun |iessage rie 

i | space | bksp | shit | clear i ! ui o Lon 

= -|?1, 7! 
| = 
FO; 1) 2) 3) 4) 5) 6) 7] 8] 9 fed main 


Choose Dynamic Buttons > Prediction. 


Dynamic Buttons Dynamic Boards H 
Action 


Picture 
=a 
| Message ou ay 
| Preview Display 
Drag the first button into the upper right corner of x |. ID} x) 
the board. 
Stretch out the button and increase the font size. 
1.Predict 
Tip: Assign the Speak Day/Date/Time/ 
Prediction actions (Quick Action 
category) to the Prediction button to make 
it speak the predicted word when selected. 
Use the Button Sprayer Tool to to spray out 
additional prediction buttons. SE -io x) 


Save the board, then switch the application to the 
Use mode. As you type letters, the Prediction 
buttons will start predicting words. Click the 
Prediction button to put its word into the 
Message Display. 


Return to the Design mode when finished. 


1.Predict 


"~ H 
CE 


oo 
1.Predict o0 


Use the Button 
Sprayer Tool to 
create additional 
Prediction buttons. 
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Changing the Prediction Settings 


Depending on the skill level of the user, it may be necessary to adjust some of the word prediction options. 
These can be set by choosing Dynamic Boards > Word Prediction. 


Turns on and off 
word prediction 


Choose the prediction 
” method: alphabetical 
or frequency of use 


Word Prediction 


Allows the pre dic- MV Make Predictions Display Predictions 
tion to adapt to IV Update Usage Counts By Frequency of fe 
the user © Alphabetically 


(See below) 


Configure the predic- 
tion buttons for key- 
board access 


Vv Leam New Words 


Use Audible Predictions Prediction Button Keys... 


Turns on and off 
audible prediction 


r Dictionary 


he Lookup First | Delete | 
Add to or edit the J Next | Insert | 


prediction library. 
Setting changes can be cancelled. 


( L a te rsec tio. n) Dictionary changes cannot be cancelled. Cancel | 


Settings 


Update Usage Count - When enabled, the frequency count in the prediction dictionary will be updated each 
time a word is used. Words with higher frequency counts will be predicted more quickly. 


Learn New Words - When enabled, new words will be added to the prediction dictionary as they are typed 
in the Message Display. If the user is a bad speller, you will want to turn this feature off to prevent the 


program from learning misspelled words. 


Use Audible Predictions - When enabled, the prediction buttons will speak the predicted word as they are 
highlighted or scan. 
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Accessing the Word Prediction Keys 


The Prediction buttons can be accessed either directly (selecting on-screen) or by hitting the corresponding 
numeric key on the keyboard. By default, the numbers 0 through 9 are assigned to activate the first ten 
prediction buttons. The number keys can only be used to type numbers until words appear in the prediction 
buttons. Typically, this approach works well, but if this is a problem for the user, you can either reassign the 
activation keys for the prediction buttons, or turn off the Button Keys feature which will de-activate 
keyboard selection.Button Keys Toggle 


Button Keys is an SDP feature that allows you to assign and activate any button on a board using a 
keyboard key. Using the 0 through 9 keys to activate Prediction buttons is an example of this feature. You 
can define a toggle key that will disable and re-enable the use of Button Keys. This will free the keyboard 
from any Button Key assignments that might prevent the use of the keyboard for writing, i.e. typing numbers 
rather than accessing Prediction buttons. 


[ Dynamic Boards Help Click here to turn on or off the Button Keys feature. 

v Design Ctrl+D 
| Use Ctrl+U Button Keys xi 
| Access Method » Use Button Keys 


Button Selection... p A 
Button Keys allows you to activate Buttons by pressing keys on the keyboard. 


Voice... Turn on or off the 
ieee key to toggle the 
vas Button Keys fea- V Use Button Keys Toggle Fo 
Highlight Buttons... ture. te Button Keys Toggle allows you to turn Button Keys on and off using the above 


v Word Prediction... 


F2 is the default 


Abbreviations... 
Infrared Commands, toggle key. Remove All | 
v Typing Shortcuts Clears all Button Keys assignments on this board. 
Restricted Use 
Usage Counts... 
Greeting... Ca | 
Password... 
Startup Board... ee Lissa a key to a button, select the button before selecting Button Keys 
Show 


Reassigning the Prediction Activation Keys 


You can change the keyboard assignments for the Prediction buttons. To do so, choose Dynamic Boards > 
Word Prediction, when click the Prediction Button Keys button. In the dialog that appears, click the 
corresponding text boxes to reassign the prediction activation keys. 


Uncheck this option to eee xi 
disable the Prediction Use Prediction Keys 
activation keys. 
y 1 fi 3 E 5 fs 7 f 9 Ẹ 
5 2 4 fa 6 fe 8 E 10 10 
Click the correspond- 
j Pl te that for the Prediction Keys t k, thi 
ing boxes and press “Use Prediction Keys setting above} AND the 
the keyboard ke ys to - Use Button Keys (Dynamic Boards/Button Keys menu) must be on. 
be assigned to the 
ict The Button Key Toggle will turn on and off the Prediction Keys. From the Dynamic Boards 
Prediction button. 


menu, select Button Keys to change the toggle key. 


IS | aS 
` 


Note: The Button Keys feature must be turned on to enable keyboard selection of the Prediction buttons. 
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Editing the Word Prediction Dictionary 


You can edit the contents of the word prediction dictionary by using SDP or a word processing program. It is 
recommended that you make dictionary changes from within SDP to prevent an entry error which may cause 
problems. Editing the prediction dictionary allows you to: 


e preload the existing or a new dictionary with specific vocabulary. 

e enter commonly used phrases you would like predicted. 

e add necessary words to the dictionary (people’s names, other proper names, places, etc.). 
* remove misspelled words added when the learning option is enabled. 


e add words that are capitalized. SDP will not remember capitalizations for words learned automatically. 


Editing the Dictionary Using SDP 


Choose Dynamic Baords > Word Prediction to edit the prediction dictionary. 


Word Prediction E xÍ 


r Settings 
IV Make Predictions Display Predictions 

@ By Frequency of Use 
Click here to _|habetically Click here to 


look up a word | cciction Button k. delete a word from 
for editing. tediction Button Keys... the dictionary. 


IV Update Usage Counts 
Type the word M Leam New Words 


to be added or P Use Audible Predictions 
edited. 


m Dictionary 


Nord [Johnson Lookup | First | Delete | 


Count iq © Used to 
browse the 


dictionary. Carel | 


Insert 


Betting changes can be cancelled. 
Dictionary changes cannot be cancelled. 


Each word must 
have a fre- 
quency count. 
Initial counts are 
between 1 & 10. 


I Click here to add 
a new word 
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If you have a lot of words to add and are not 
concerned with the prediction count, simply turn on 
the Learn New Words option and type in the words 
you want to add in the Message Display. 


Widgit widgit widgit widgit] 


SDP has now learned the word 
“widgit” and the word now has 


Typing the same word over and over will increase its 


prediction count. a frequency count of 4. 


Editing the Dictionary Using a Word Processor 


If you are going to make a large number of changes to the prediction dictionary it will be quicker if you use 
a word processing program. You will need to open the SDP Predictions.txt file and enter your new words in 
the format shown below. 


B SDP Predictions.txt - WordPad 


Fie Edit View Insert Format Help 


C] Boardmaker with SD Pro sA] S| äl JAE 
: a 10 
i-L] SDP Dictionaries 


aardvark 
abc 1 


Entry Format: 
Word (Tab) Count (Return) 


SDP Predictions.txt in : . : on Add new word at the 
aeeice 10 bottom of the list. 
above 4 
absent 1 


abstinence 2 


Using a Different Prediction Dictionary 


If you need to work with multiple prediction dictionaries, you can use a different dictionary by swapping 
dictionary names. SDP will use the dictionary named SDP Predictions.txt. You must rename the original 
dictionary and name the new dictionary SDP Predictions.txt. 


If you want to work with a new blank prediction dictionary, remove the SDP Predictions.txt file. SDP will 


automatically create a new blank dictionary. The easiest way to quickly add specific vocabulary to the new 
dictionary is to turn on SDP’s Learn New Words feature and type the vocabulary into a Message Display. 
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Abbreviation Expansion 


Abbreviation expansion allows the user to quickly enter a phrase or block of text into the Message Display 
by entering only a few letters. Abbreviations are useful for full names, addresses, or other frequently used 
phrases and text. 


When an abbreviation is entered into the Message Display, the user will need to hit a key or button to expand 
the abbreviation. You have the choice of expanding abbreviations using a button assigned the Expand 


Abbreviation action (Message tab), a keyboard key, or a Prediction button. 


Expansion Button (used by scanners) 


| work at mj | work at Mayer-Johnson | 


Expand the Abbreviation 
Abbreviation using the assigned button. 


Keyboard Key (used by keyboarders) 


mea 


Dynamic Boards Help 
. v Design Ctrl+D 
Use Ctrl+U 


The default expander is the (accent) 
key. You may assign a different key. 


; Access Method » 
| Button Selection... 
| Voice... 
Speaker Volume... 
"Keyboard Response... <== 
| Button Keys... 
Highlight Buttons... 
wv Word Prediction... 


Abbreviations 


Expander 


To use Abbreviations, type the desired Expander character in the box above. 
If the box is empty, Abbreviations will not be used. 


Abbreviations... 


Infrared Gdatmands... 


w Tvpina Shortcuts Abhraviation I 


Prediction Button (used by scanners) 


It is possible to use the Prediction buttons to 
expand abbreviations. Each abbreviation will 
need to be entered into the Prediction dictionary 
followed by the abbreviation expander character, 
e.g., enter “mj`” for the “mj”/’Mayer-Johnson” 


Pe st 


abbreviation. The Expander character/key is The abbreviation and the expander, e.g., “mj‘ “, 
assigned as shown above. can be added to the prediction dictionary. 
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Typing Shortcuts 


The Typing Shortcuts feature is a collection of writing actions the program can perform automatically for the 


user. Typing Shortcuts includes the following actions: 


¢ The first word typed in the Message Display or after punctuation will 


be capitalized. 


e A space will automatically be inserted after a comma. 


e Two spaces will automatically be inserted after a period, question 


mark, or exclamation point. 


Dynamic Boards Help 


v Design Ctrl+D 
Use Ctrl+U 
Access Method » 
Button Selection... 

Voice... 
Speaker Volume... 


e The user doesn’t need to hold down the Shift key to type a question w~ 


mark. (You hold down the Shift key to type a “/” with this feature 


enabled.) 


Keyboard Response... 
Button Keys... 
Highlight Buttons... 
Word Prediction... 
Abbreviations... 


Infrared Gommands,.. 


Restricted Use 


You may want to disable Typing Shortcuts when doing math or spelling lessons where the automatic 
capitalization and letter spacing would cause problems. You can create a button and assign a Typing 
Shortcut Setting action (Settings category) to it that will turn on, turn off, or toggle on and off the Typing 


Shortcuts. 


Adding Text Editing and Cursor Control Buttons 


In the Text & Cursor and Message action categories there are over 40 different button actions that can be 
used to create buttons that will allow the user to select and edit the text in a Message Display. With these 


editing buttons alternate access users can: 
e scroll the contents of the Message Display. 


emove the cursor in any direction within the 
Message Display. 


eselect letters, words, sentences, or paragraphs. 


cut, copy, and paste text. 


It is a good idea to place any editing buttons you 
create on a PopUp board to keep from cluttering 
your typing board. Button actions on a PopUp 

board can affect a Message Display on the topic 


(typing) board. 
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Aly|< 

Example 

PopUp board 
i= that contains 
editing buttons. 
word | Word | wor | Sede 
= — =| pum 

back 

copy paste cut 
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Message File Control Buttons 


The contents of a Message Display can be saved to a message file. Button actions in the Message Files 
category allow you to create buttons to open and save message files. Two special boards, Select Message 
File and Save Message File As, are used to select a file to open or enter a name for the file being saved. All 
message files are saved in the SDP Message Files folder found in the application folder. 


Action: Action: 
Create buttons like these Open Message File Save Message File As 
on your typing boards to 
manage message files. 


New Message File Save Message File 


The Select Message File board is 
used to open a saved message file. 


The Save Message File As board is 
used to type a file name for saving. 


Save As: 
Sample Message Text | 


4 


FileName 1 
FileName 2 


FileName 3 


Click on a file to open: 


FileName 4 


Cancel 


FileName 5 
FileName 6 


FileName 7 


4 


Basic Message Files Actions 
e New Message File - Creates a blank untitled message file. 


e Open Message File - Opens the Select Message File board so the user can select a saved file to open. 
The contents of the selected file will replace the current contents of the Message Display. 


e Save Message File As - Opens the Save Message Files As board so the user can type a name for the 
message file they are saving. 


e Save Message File - Saves the contents of the Message Display to the current message file. If the 
current message file is untitled the action will behave like the Save Message File As action. 
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Editing the Message File Boards 


The Select Message File and Save Message File As boards are specialized for the task of managing 
message files. These boards are saved in the SDP Message Files folder where all saved message files are 
stored. The boards can be modified, but some care must be taken because these boards require the use of 
specific button actions to function properly. 


C] Boardmaker with SD Pro 
-a SDP Message Files 
: fermen T Select Message File 


Pas i 
Save Message File As 


Location of the message 
file boards. 


Action: 
Next Message Files t These Filoname but- 
FileName 1 tons are created with 
FileName 2 the menu shown below. 
Click on a file to open: = 
FileName 3 | Dynamic Buttons Dynamic Boards Help 
Action: FileName 4 ee 
Cancel a Predicti 
Cancel FileName 5 rediction 
- | Message Display 
FileName 6 | Preview Display 
Ac tion: FileName 7 Create Scanning Group Ctrl+G 
Previous Message Files $ 


Save As: 
[e =: Message Text | 
sage el 


1/2/3|4]/5|/6|7]s8]9]o 


Basic letter, 
number, and 
control buttons 


quiwie;r|)t)y|ulijo 


p 
Walsfaltfolnfilxyi 
| z] x civibin|miq 
shift | a | back | 


Action: 
> Save hid Cancel 


Important Notes 
e To edit one of these boards, it must be opened from within the Design mode. 
e These boards must remain in the SDP Message Files folder. 


e Navigation buttons, i.e. “go back” or “Main,” are not necessary on these boards. The Save and Cancel 
actions automatically return you to the typing board that calls them. 
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Basic Considerations for Scanning Access 


Typing boards are fairly complex due to the number of buttons they require for writing. There are a variety 
of basic steps you can take to improve scanning access. 


Scanning Groups 


In Chapter 22 - Access Methods and Custom Scanning, you will learn about scanning groups which allow 
you to make a group of buttons scan as a single unit until the group is selected. You can create scanning 
groups around groups of letter or function buttons for more efficient scanning. 


eefctatetttoine separate scanning gro 
separate scanning group. 


Create scanning groups 
around function buttons. 


Group Breakout Buttons 


By default, when the scan enters a group it will scan through the buttons three times before breaking out of 
the group, if a button is not selected. If a user makes an incorrect group selection, this looping can take 
considerable time. Adding breakout buttons, buttons with no assigned actions, to the beginning of each 
scanning group will allow the user to exit the group without entering an unwanted letter, or waiting for the 
scan to automatically break out. 


Breakout buttons are added to 
escape looping in a group scan 
if a selection error is made. 


Audible Cues for Scanning Groups 
Scanning groups can be assigned a Spoken Preview or Recorded Preview action as you would any button 


on the board. Providing audible cues as to the content or function of the buttons in a group may be beneficial 
for some users. 


sorom lalo, e tel hs 
ereer li) eleelea 
rere A e eee 
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Improving Access with the Scan Tools 


Typing boards can really benefit from the use of the Sequence Tool and Scan Next Tool. Proper application 
of these two tools can create a more efficient scanning sequence that scans groups in the logical order of use 
and can anticipate the next group or button to scan after a button selection is made. Refer to Chapter 22 - 
Access Methods and Custom Scanning to learn about the Sequence Tool and Scan Next Tool. 


Application of the Sequence Tool 


Use the Sequence Tool to set the groups containing the letters to scan first, followed by the group of 
prediction buttons, then any groups containing file control or text editing buttons. This is the natural order in 
which the groups will typically be accessed. An example scanning sequence is shown below. 


This is a sample typing board. 


The dashed lines 
represent the 
scanning groups. 


I can use typing shortcuts and much more to help me write. 


Application of the Scan Next Tool 


The Scan Next Tool might be used very effectively on a 
board with word prediction. Typically, Prediction buttons 
are accessed after a letter selection. This can be set 
automatically in the scan by using the Scan Next Tool. 
The scan next location for each letter button would be set 
to the prediction group 


Note: The group should be the scan next choice rather 
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than the first prediction button. This avoids 
potential scan loop problems if the desired word 
is not yet predicted. 


au wee fe Lyu] 
monnmmang a 

zhe Horan 
= RISES BEL SIn o 
ae HabnoonunD SA 


Each letter key 
should be set so that 
the prediction group 
will scan next. 


‘expand | 
abbreviation 
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Chapter 22 
Access Methods and Custom Scanning 


Chapter Overview BW] 


The application can be accessed through a wide range of access methods such as a mouse, a touchscreen, 
single or multiple switch scanning, etc. The program also provides a variety of special settings and tools 
designed to let you customize the way your boards scan to better meet a user’s needs. 


The following topics will be covered: 


e Selecting an Access Method e Button Selection Options 

e Keyboard Response e Configuring Switches 

e The Default Scanning Sequence e Creating Scanning Groups 
e Displaying the Scan Tools e Using the Sequence Tool 

e Using the Scan Next Tool e Using the Scan Pause Tool 


A Scan Pause can be 
assigned to stop the scan. 


Buttons can 
be grouped 
to scanasa 
single unit. 


Each button has 
an order in the 
scan sequence 
that can be 
changed. 


A Scan Next 
location can 
be assigned 
to create 
predictive 
scanning. 
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Selecting an Access Method 


Within the application, users can control their communication boards by using almost any alternate method 
of access. You can set the access method by selecting from a menu of choices. Each access method, through 
an options window, can be customized to meet the specific needs of the user. A brief description of the 
available access methods is provided below. For more detailed information on designing boards for alternate 
access users, refer to Chapter 23 - Designing Boards For Alternate Access Methods. 


You can change how 
the user accesses the 
program by selecting 
an access method. 


Each access 
method has its 
own window to 
adjust the settings. 


| Dynamic Boards Help 


v Design Ctrl+D: 
Use Ctrl+U 


oelal 


ia v Direct Pointer... 


Acc ethod 
Button Selection... 


Direct Touch... 
Voice... Auto Scan... 
Direct Touch Access 
Speaker Volume... Step Scan... 5 = 
Kyte et aele This access method is designed for touch screen users and requires them to poinif/ buttons by touching the screen. 
Button Keys... Arrow Keys... 


Highlight Buttons... 
Word Prediction... 
Abbreviations... 
Infrared Commands 
Typing Shortcuts 
Restricted Use 
Usage Counts... 
Greeting... 
Password... 
Startup Board... 
Show 


Scanning Options... 
Extra Switches... 
Starting Pointer Position... 


4 


Choose how you wish to activate the touched button: 

@ Activate After Releasing Finger 

© Automatically Activate Button After E ~ Seconds 
Click OK to use this access method, or click Cancel and choose a different method. 


4 


cones! _| 
is 


Access Methods 
Direct Pointer - Used with direct selectors using a mouse, trackball, joystick, head mouse, or touchscreen. 
Direct Touch - Used with touchscreen users and provides touch, release, and dwell time selection options. 


Auto Scan - Provides basic scanning access for single switch users. Settings are provided to control the scan 
rate and use of a switch or keyboard key. 


Step Scan - Provides scanning access for users who can control their button selections by using one switch 
to advance the scan and a second switch to make a button selection. 


Inverse Scan - Provides scanning access that requires the user to hold down the switch to start and maintain 
the scan. Selections are made by releasing the switch. 


Arrow Keys - Provides scanning access for a user who can directionally guide the scan using multiple 
switches, keys, or an alternate keyboard. 
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Button Selection Options 


The program provides you with a variety of options that control when a button selection can be made and 
when subsequent button selections should or should not be ignored. These options are accessed by choosing 
Dynamic Boards > Button Selection. 


For example, an unsteady switch user might hit a switch two or three times very quickly when he or she 
attempts to make a button selection. If you only want the first switch hit to count, you can adjust one of the 
Button Selection Options so that the program will ignore the additional inadvertent switch hits. 


v Design Ctrl+D = S——————————— LSS 
Use Ctrl+U ; : This features allows button selection and activation while a long text or recorded 
[7 Button Selection Enabled During Speech message is being spoken. z 
Access Method » 
Voice... z F 
X 3 y This feature will cancel any text or recorded message when another speech button 
Speaker Volume... F New Speech Cancels Old is activated. 
Keyboard Response... [Button Selection Enabled During Speech must be checked.] 
Button Keys... 
Highlight Buttons... E : 5 3 rO 
v Word Prediction... rd Finish Current Actions is feature will na ee hatari selection wnae aore pattoni ipa its 
PA Before Allowing Next Selection action list. Using this feature will prevent any unintended repetitive clicks. 


Infrared Commands... 
v Typing Shortcuts 
Restricted Use Recognize Mouse Down After This feature is useful for removing very short erroneous mouse clicks. It forces the 


Usage Counts user to hold the button for the amount of time specified. 


Greeting... 0 Seconds No Delay | 
Password... 
Startup Board... Selection/Movement Debounce This feature is used to ignore unintended multiple switch hits. It imposes a time-out 
Show > period after the initial switch hit, during which additional hits are ignored. 
0 Seconds No Debounce | 
Cancel | 


Button Selection Enabled During Speech 


Only advanced users with good cognitive and access skills should use this option. The user can continue 
making button selections (or the scan will continue moving) while a previously selected button is 
performing its assigned actions. 


New Speech Cancels Old 


This option is available only if Button Selection Enabled During Speech is checked. If a button is selected 
while another button is speaking, the previous button message is canceled and the new button message is 
played. 


Finish Current Actions Before Allowing Next Selection 


This is the default setting. A user who is unsteady or has a tendency to make additional, unwanted button 
selections or switch hits should use this option. The program will ignore all switch hits or button selections 
until the currently selected button finishes its actions. 


Tip: If your buttons finish their actions too quickly, enabling the user to make unwanted selections, add a 


Delay action (Cool Stuff category) to the end of each button. This action allows you to specify an 
additional period of time the button will wait before letting the user make another selection. 
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Recognize Mouse Down After 


You may specify an amount of time that the mouse button or mouse click-emulating switch must be 
continuously held down before the program will register a button selection. This option helps eliminate 
quick inadvertent button selections. 


Note: This option only affects input made by the mouse button or the equivalent. For keyboard or keyboard- 
emulating switches, a similar option is available in the Keyboard Response settings covered in the 
next section. 


Selection/Movement Debounce 


This option allows you to control repeated hits (mouse click, keyboard key, switch, etc.) made by an 
unsteady user. You may specify a “time out” period after an initial hit in which any additional hits will be 
ignored by the program. 
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Keyboard Response 


You can change how quickly the program will respond to a keyboard keystroke or keyboard-emulating 
switch hit by choosing Dynamic Boards > Keyboard Response. Changing how the program responds to 
brief or repeated keystrokes can help eliminate selections made by a user who is physically unsteady. the 
program makes use of the Windows Accessibility control panel to adjust how the program responds when a 


keyboard key, or the equivalent, is pressed. 


Note: The Accessibility support is not always installed by default with Windows. To install Accessibility 
support, refer to Appendix G - Enabling Accessibility Options. 


Note: The settings in the Accessibility control panel not only affect the keyboard response within the 
program, but also within Windows and all other software programs. 


Choose Dynamic Boards > Keyboard 
Response. 


Dynamic Boards | Help 


v Design Ctrl+D 
Use Ctrl+U 
Access Method > 


Button Selection... 
Voice... 
Speaker Volume... 


Button Keys... 

Highlight Buttons... 
v Word Prediction... 

Abbreviations... 


In the Keyboard Response dialog box click on 


the Accessibility Options button. 


Keyboard Response xj 


Click the button below to open the Accessiblity Options control panel which 
controls keyboard response. 


Accessibility Options | 


Use the Filter Keys option to set the keyboard repeat rate and the key 
recognition delay time. 


OK 
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Click on the Use FilterKeys box to enable the 21 xi 
option. Keyboard | Sound | Display | Mouse | General | 
z ` r StickyKeys 
Next, click on the Settings button to configure Use StickyKeys if you want to use SHIFT, CTRL, ALT, or 
Fil terK ey s. Windows logo key by pressing one key at a time. 
I Use StickyKeys Settings | 
m FilterKeys 


Use FilterKeys if you want Windows to ignore brief or repeated 
keystrokes, or slow the repeat rate. 


IV Use FilterKeys Settings | 


M ToggleKeys- = 


Use ToggleKeys if you want to hear tones when pressing 
CAPS LOCK, NUM LOCK, and SCROLL LOCK. 


I Use ToggleKeys Settings | 


I Show extra keyboard help in programs 


Cancel Apply | 


diete aretara Patty opuons: aixi 
¢ Ignore repeated keystrokes - After a keystroke the com- Į Keyboard shortcut 
puter will ignore any subsequent keystrokes unless you Hie En EE A LIA eae 
wait a set amount of time between each keystroke. mer 
e Ignore quick keystrokes and slow down the repeat rate [Fiter options 
- Specify how long a key must be held down before the £ Jlanop neneke th 
computer accepts the keystroke and if the key is held Elite a feseahee art in) [o 
down, specify how fast It will repeat. Click and type here to test FilterKey settings: 
Select the appropriate option for your situation. Click on the cers 
. oe M Notification 
Settings button to change the timing(s) for the selected F> | Bias uren key merd oh ecoapaed 
option. IV Show FilterKey status on screen 
Tip: Make use of the test area to try out your settings. Cancel | 


Continue clicking on the OK buttons when you are finished 
configuring the keyboard response to apply the settings. 
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Configuring Switches 


Standard desktop and laptop computers are not equipped with jacks that enable you to plug in a switch. A 
switch interface will be required to access the computer via switch input. Typically, a switch interface plugs 
in between the computer and the keyboard, and provides one to five switch jacks. Most switch interfaces are 
keyboard emulators which means that the switches are mimicking keys on your keyboard. 


A typical switch interface will A switch interface 
emulate arrow keys on the connects between 
computer’s keyboard. the computer and 


keyboard. 


Switch Interface 


+ Y Æ PeEnter 


00 000 


Plug your switch into one of the jacks on the 
switch interface. 


Switch Int 


ġġ- > 
© 0 ® 


Select the appropriate scanning access method. Dynamic Boards Help 
v Design Ctrl+D 
| _ E co jolelaj 
Auto Scan will be used in this example. | ——- 
E oo 
` Button Selection... Direct Touch... 
a ASen 
Speaker Volume... Step Scan... 
Keyboard Response... Inverse Scan... 
Button Keys... Arrow Keys... 
Highlight Buttons... See 
v Word Prediction... am Bie TEP 


Abbreviations... 
Infrared Commands... 


Starting Pointer Position... 
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Set Activate Button Using to Key Click, then press your switch. The application should read the input 
from the switch and will display the emulated key in the box. Click the OK button when the switch 
input is set correctly. 


The application is now set to accept input from your switch. 


Auto Scan Access f xj 


This access method automatically scans each button on the board, highlighting it for the amount of time 
specified below. 


When the desired button becomes highlighted, the user can activate it by clicking the mouse or pressing 
akey. 


Highlight E ach Button For i Seconds Use Key click 


with a switch 


Highlight First Button For 0 Seconds More Than Other Buttons interface. 


Activate Button Using: O Moss: 


C Key Click JEnter 


Press the switch 
or type in the 


key the switch is 
Click OK to use this access method, or click Cancel and choose a different method. emulating here. 


Coree | 
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The Default Scanning Sequence 


The application will scan the buttons on a board from top to bottom, and for buttons at the same height, from 
left to ight. This may not be the ideal scanning sequence for one or all of the activities. 


You can create any board and choose Dynamic 


Boards > Access Method > Auto Scan to see | Dynamic Boards Help - 
v Design Ctrl+D 
how the default scan works. ce ac ae ie I&A IQ | 
The Auto Scan Access dialog will appear. Click [resmen dap acca 
OK Button Selection... Direct Touch... 
l Voice... a 
Speaker Volume... Step Scan... 
Keyboard Response... Inverse Scan... 
Rutan Keve Arraw Kave 


Place the application in the Use mode and observe the default scanning sequence for this board. The 
linear scanning sequence does not follow the visual organization of the board, or assist the user in 
selecting messages in a logical order. Switch the application to Use mode when finished. 


Place the program in the Use mode and observe the default scanning sequence for this board. The 
linear scanning sequence does not follow the visual organization of the board, or assist the user in 
selecting messages in a logical order. Return to the Design mode when finished. 


A linear scanning 
sequence is not 
ideal on this board 
because it ignores 
the organization of 
the buttons. 


245 


Chapter 22 - Access Methods and Custom Scanning 


Creating Scanning Groups 


A collection of buttons can be grouped together so that they will highlight as a single group in the scan. 
When a user selects a scanning group, the scan will then work its way through the buttons that make up the 
group. Scanning groups allow the scan to conform to the visual or logical arrangement of the activities. 


Select the buttons that you want to become a 
scanning group. 


Choose Dynamic Buttons > Scanning 
Group. 


eee = Net 


Quick Text- || Quick Text- | | 
paghetti with 
meatballs 
Quick Text- f| Quick Text- | | 
- | 
| 
R 


The application will create a button that 
1 surrounds the selected buttons. 


You are going 
to create a 
scanning 
group around 
these buttons. 


Tip: A scanning group is simply a button 
that surrounds other buttons. You can 
use the Button Tool to drag out a 
scanning group like you would a 
button. 


With the scanning group selected, change the 
background color to transparent and make the 
border thickness none. 


The scanning 
group will be 


NOTE: When the group is deselected, the 


buttons will appear on top of the transparent 
2 group. Smaller buttons always except when | 
scanning. 


appear on top of larger buttons that 
fully surround them. 


| 
~ Quick Text- || 


Tip: For some users, giving scanning 
groups different colors can help to 
visually organize a board. 


Switch the application to Use mode and observe the new scanning sequence. 


Each scanning group highlights instead of each button. Selecting a group causes the application to scan 
through the buttons in the group. If a button selection is not made within a selected group, the scan will 
break out of the group after three cycles through the buttons. 


Return to the Design mode when finished. 
Tip: Because a scanning group is a button, you can assign actions to the group. You might use a 


Speak Message action to talk when the group is selected or a Text Preview, Spoken Preview, 
or Recorded Preview action to provide a cue during the scan. 
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Displaying the Scan Tools 


The application provides you with three special scanning tools, the Sequence Tool, the Scan Next Tool, and 
the Scan Pause Tool. These tools allow you to completely customize the scanning sequence on your boards, 
both before and after the user makes a button selection. The Scan Tools are not normally visible in the 
Standard toolbar and must be turned on in order to access them. 


Dynamic Boards Help 
v Design Ctrl+D 
|| Use Ctrl+U LI Q cy 
| Access Method > 
Button Selection... 
Voice... 
Speaker Volume... 


Keyboard Response... 
Button Keys... 

E Show the Scan Tools by 
Word Prediction... choosing Dynamic Boards 


Abbreviations... > Show > Scan Tools. 


Infrared Commands... 


RS 


Typing Shortcuts 
Restricted Use 
Usage Counts... 
Greeting... 
Password... 
Startup Board... 


4 


Sequence 
Tool 


Scan Tools 
Movable Butli Tool 
v Symbolate Tool 


Show 


Scan Next 
Button Numbers Tool ġ 
Button Names 


Scan Pause 
Tool 


v Board Change Indicators... 
Menu Bar in Use Mode 
Board Titles in Use Mode 
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Using the Sequence Tool 


The Sequence Tool is used to change the Sequence Tool 

scanning order of the buttons on a board. Can I have 
Select the Sequence Tool in the toolbar. 

Click one of the buttons on your board. 


Numbers will appear in the middle of each 


button or group. This is the default scanning 


order for the buttons and groups on this board. 


7 B 


Note: Clicking on a button that is part of a 


Gay 3 
scanning order for only the buttons in mani 
the group. Quick Text | | Quick Text || Quick Text- 
a m m l 
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text- 


Bample Message Te eo 
= pen 


You will be removing some buttons from the 
scanning sequence and changing the scanning 
order of the buttons to help structure the 
activity. 


The first button in the scanning order 
is assigned. All other buttons are 
waiting to be assigned their order. 


Click the same button again. Notice that it is 
marked as “1” and all other buttons are 
marked with a “?.” 


thank you 


The “?” indicates a button is not currently part 
of the scanning sequence. 
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Click the buttons in the order you would like them to scan. You want the buttons and groups to scan in 
the logical order the user would select them in. 


Tip: Ifyou make a mistake in assigning the scanning order, double-click the Sequence Tool to reset 
the default scanning order. 


< 


Quick Text- Quick Text- Quick Text- Quick Text- Quick Text- 
Spaghetti with 

4 megthalls 

a 


Quick Text- Quick Text- Quick Text- Quick Text- Quick Text- 


bampie M essage lexi 
> i] 
mh 
6 Cien ? [play Cies[ 7 jon op 5 i 


Note: Buttons that are not assigned a number in the scanning sequence will not scan or be selectable 
even when using a direct selection access method. Unassigned buttons can be accessed 
through Button Key assignments. Please refer to the Button Keys section in the in-program 
help (Help Topics in the Help menu). 
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Using the Scan Next Tool 


The Scan Next Tool is used to specify the 
next button or group that will scan after the 

1 user Selects a particular button. This is called 
predictive scanning. 


Select the Scan Next Tool in the toolbar. 


Scan Next Tool 


Move the pointer over one of the Quick Text 
buttons in the “Main dishes” group, then click 
and hold the mouse button down. The button 


you click on and another button will highlight. 


? The other highlighted button is the next button 
that will scan if the user were to select the 
current button. By default this is the first 
button in the scanning sequence. 


Click and hold a 


button to show the 
next button to scan. 


Next button 
to scan. 


Sa B 
Quick Text- Quick Text- ||| Quick Text- || Quick Text- ||| Quick Text- 
Spaghetti wit q 
meatballs | 
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text- l 
| 
| 


To change the Scan Next assignment, while 
still holding down the mouse button, drag the 
cursor over to the button or group where you 
want the scan to go next. 


If you drag over a button that is part of a 

3 scanning group, you will see the highlight 
cycle between the button and the group. 
Release the mouse button when the one you 
want is highlighted. 


Tip: You can reset the default Scan Next 


assignment for the board by double- 
clicking on the Scan Next Tool. 
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Quick Text- Q 
Spaghettamith 
meatballs 


Click and drag | K Quick Text- 
to change the 

Scan Next | 
assignment. 
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Using the Scan Pause Tool 


The Scan Pause Tool is used to temporarily stop the scan on a button until the 
user hits their switch. There are three different types of Scan Pauses that can 
be applied to a button or group. Each type of pause is used to achieve a 


slightly different scanning goal. 


Select the Scan Pause Tool in the toolbar. 


Scan Pause Tool 


Click once on any button. All the buttons on the 
board, or in that scanning group, will appear 
highlighted in green. The green highlight 
means no Scan Pauses have been applied. 


Green highlight 
means no Scan 


Pauses are 
assigned. 


Click repeatedly on the button. The highlight 
changes to red and different letters will appear 
in the upper left corner of the button. Each 
letter represents a different type of Scan Pause. 


Continue clicking on the button until an “P” 
appears. This will pause the scan on this first 
button. 


Scan Pause Types 


Each letter 
indicates a 
different type of 
Scan Pause. 


Red highlight 


"B" The scan will pause on the button when it becomes highlighted. A switch hit will restart the scan 


on that button. 


"A" The scan will pause on the button after it is selected. It will remain highlighted as a visual cue to 
the user as to which button they just selected. A switch hit will restart the scan on the next button 


in the scanning sequence. 


"I" The scan will pause on the button when it becomes highlighted. A switch hit will select the current 
button and restart the scan. The scan will then continue on to the next button in the scanning 


sequence. 
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Chapter 23 


Designing Boards for Alternate Access 


Methods 


Chapter Overview BW 


A wide range of access methods, features, and options are available to help you accommodate any special 
access needs a user may have. This chapter will help you sort through all the features and options that are 
related to access. Access methods and board design techniques are briefly discussed for each of the major 
categories of alternate access scanning, touchscreen, and/or head-tracking devices. 


The following topics will be covered: 


e Access Methods for Scanners 

e Design Aspects for Scanners 

e Design Aspects for Touchscreen Users 

e Working with Head-Tracking Device Users 


e Button Keys 


Scanning Access 


æ 


Head-Tracking Access 


((( M 


Special Scanning Options 

Access Methods for Touchscreen Users 
On-Screen Keyboard 

Design Aspects for Users with Low Vision 


Additional Program Features that Assist User 
Access 


Touchscreen Access 


Low-Vision Access 


RD CG 
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Access Methods for Scanners 


There are four access methods in the program that are designed for scanners: Auto Scan, Step Scan, 
Inverse Scan, and Arrow Keys. Each of these access methods can be configured to suit a user’s specific 
needs. You will need to use a switch and/or switch interface with these access methods. Please refer to 
Creating Scanning Groups in Chapter 22 for information on creating scanning groups. 


You can change how the user Each access method 


accesses the program by has its own window to 
choosing the Access Method. adjust the settings. 


(ere Ci ix 
y Design Ctrl+D Q 6 es meted automatically scans each button on the board, highlighting it for the amount of time 
| Use Ctrl+U 
1 á When the desired button becomes highlighted, the user can activate it by clicking the mouse or pressing 
| Access Method 4 v Direct Pointer... akey. 
Button Selection... Direct Touch... BILE ana a r er 
Voice... 
Speaker Volume... Step Scan... k: Highlight First Button For Dooa Seconds More Than Other Buttons 
Keyboard Response... Inverse Scan... 
Button Keys... Arrow Keys... Activate Button Using: @ Mouse Gick 
Highlight Buttons... ing Opti © Key Click [Ene 
v Word Prediction... ere i 
witches... 
Abbreviations... 


Starting Pointer Position... Click OK to use this access method, or click Cancel and choose a different method. 


cores | 


Infrared Commands... 
v Typing Shortcuts 


DeectricFedi les 


Auto Scan 


This is the most commonly used scanning access method. When enabled, the buttons on the board will 
highlight in a set order, one at a time. To make a selection, the user will hit a switch. The scanning rate, the 
time each button remains highlighted, can be set to meet the needs of the user. 


Step Scan 


Step scanning allows a user to more directly control button selection by allowing them to advance the scan 
as needed. The user advances the scan by hitting a switch. Button selection can be triggered either 
automatically, by dwelling on a button for a set period of time, or by using a second switch. 


Inverse Scan 


This scanning access method combines aspects of both the Step Scan and the Auto Scan methods. The scan 
highlight will move only while the user holds down their switch. Button selection can be triggered either auto- 
matically, by releasing the switch and dwelling on a button for a set period of time, or by using a second switch. 


Arrow Keys 


This scanning access method requires the use of the arrow keys on a keyboard or multiple switches. The user 
will control the direction that the scan highlight moves by using a switch or key to move up, down, right, and 
left. Button selection can be triggered either automatically, by dwelling on a button for a set period of time, 
or by using a fifth switch or key for selection. When the user encounters the last button in a row or column, 
the scan highlight will wrap around the screen and continue on the other side. 
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Special Scanning Options 


There are two advanced scanning features listed at the bottom of the Access Method submenu that provide 


advanced options for customizing scanning access. 


Dynamic Boards | Help 


i v Design Ctrl+D: 
Use Ctrl+U lz LI Qlals 


Direct Pointer... 


Direct Touch... 
| Voice... v Auto Scan... 


Speaker Volume... Step Scan... 
Keyboard Response... Inverse Scan... 
Button Keys... Arrow Keys... 
Highlight Buttons... AOE 
Scanning Options... 
v Word Prediction... soll ui BD 
“en Extra Switches... 
Abbreviations... 4 i " 
TEE ES Starting Pointer Position... 
Infrared Commands, 
v Typing Shortcuts 
Restricted Use 
Usage Counts... 
Greeting... 
Password... 
Startup Board... 


Show 


Loops 


Scan Loop Settings 
If no response, exit loop after looping Ee 
Requires a switch 
hit to start the scan 
after each board 


Stop scanning top level after looping Jo Times 


Require Click to Start Scan 


change or button 
selection. 


J Restart Scanning on Same Button 


J Allow Direct Selection When Possible 


Cancel | 


Special Access Options 


Loops - Used to change the default 
scanning loop settings. 


Extra Switches - Assigns specific scan 
controls to extra switches. 


Sets the number of 
times the scan will loop 
through a group before 
breaking out. 


Sets the number of 
times the scan will loop 
before the scan pauses 
on the first button. 
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Extra Switches 


Dynamic Boards | Help 


Ctrl+D 
Ctri+u 


Iclolalals 


Direct Pointer... 


Direct Touch... 
| Voice... v Auto Scan... 
‘Speaker Volume... Step Scan... 
Keyboard Response... Inverse Scan... 
Button Keys... Arrow Keys... 
Highlight Buttons... z 
v Word Prediction... Tet OOS 


Starting Pointer IR 


Abbreviations... 
Infrared Commands, 

v Typing Shortcuts 
Restricted Use 
Usage Counts... 
Greeting... 
Password... 
Startup Board... 
Show 


Extra Switches x| 


These are extra functions that scanning users can perform if able to operate additional switches. 


If the user can work with multiple 
switches, specific scanning 
actions or commands can be 
assigned to additional switches. 


Click or tab to the function that you wish to assign a 
Press the key that you wish to assign to that fuction. 
Press Delete if you want to remove an assigned key. 


Make sure that your switch device sends thes 


Type in the keyboard character 


Beles that the extra switch sends. 


Cancel Speech 


Pause Speech 


Design Aspects for Scanners 


There are a variety of techniques and tools to help you organize the content of your boards. The suggestions 
provided below will help you create boards that scan more efficiently. 


Layout 


Use a consistent approach to the button layout of your boards. A consistent approach will help the user 


locate the desired buttons more quickly. 


Always place navigational buttons in the 
same location on each board. 


Some users may benefit by having the 
same layout and number of buttons 
on each board. 


¢When you have a board layout that 
works, save a blank copy of the 
board, lock it, and use it as a template 
for all future boards you create. Refer 
to Appendix E - Creating a Template 
Board. 
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Breakfast 


French toast | 
orange juice | 


Keep your boards 
simple and clear. 


cereal pancakes 


e8 


toast 


a 


Use consistent 
button 
placement. 


last 
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Scanning Groups 


Use scanning groups to organize the buttons on your board to improve access speed and assist the user in 
understanding the available button choices. The effectiveness of scanning groups will depend on the user’s 
cognitive skills and method of scanning access. Please refer to Chapter 22 - Access Methods and Custom 


Scanning for information on creating scanning groups. 


Most frequently- 
used buttons 
appear in the 
firs t group. andwich pedo sandw| hot dog hamburger salad 
© æ | = = á The groups 
] apple orange ‘hocolate mil cookies candy can be sized 
Ag & P a -~ 
Buttons are = a 
grouped based grapes banana soda cupcake ice cream 
on content. ta g i 4 


last main 


e Ifauser has ten or more buttons on their board, scanning groups will probably speed their access. 
e Create scanning groups around buttons based on content or function. 


e When possible, you should place the most frequently used button choices in the first few scanning 
positions within a group. 

e You can use your groups for visual organization by making the groups different colors or resizing them 
to make them visible around the buttons. 


e Ifthere are ten or more buttons in a scanning group, consider creating subgroups. (Be careful with 
subgroups. Using too many subgroups may actually slow down a user’s access speed.) 


e Depending on the number of times the scan is set to loop through a group before exiting, you may want 
to add an extra button to large groups that allows the user to exit the group without having to wait for 


the scan to automatically exit the group. 
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Modifying the Scanning Sequence 


The Scan Tools allow you to customize the sequence and behavior of the scan on your boards. You can add 
structure to your boards by changing the scanning order and adding predictive scanning. Please refer to 
Chapter 22 - Access Methods and Custom Scanning for more information on the Scan Tools. 


Use the Sequence Tool to make the Use the Scan Next Tool to guide the 
buttons or groups scan in an effective order. user from one selection to another. 


[Sample Message Text 


e Consider making the navigational buttons the first to be scanned on a board. This allows the user to 
quickly change boards if the current board is not the one desired. 


e Use the Sequence Tool to set the scanning order for the groups and buttons on the board to guide the 
user through the natural order in which they should be selected. 


e Use the Scan Next Tool to make the scan anticipate what choice the user may need to make after a 
button selection; predictive scanning. 


e For visual reinforcement after a button selection, you may want the scan to stop so the button remains 
highlighted. To achieve this, use the Scan Pause Tool to set a type “A” scan pause on each button. 
When the user hits their switch again, the scan will start on the next button in the scanning sequence. 
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Using Button Keys to Assist a Scanner 


The Button Keys feature can be used in conjunction with the Sequence Tool to create buttons that can be 
accessed only by pressing keyboard keys. These buttons would not be visible to or accessible by the user, but 
would be available to someone assisting the user. You can assign actions to cancel speech, clear the display, 
exit a scanning group, print, etc. to these keyboard-activated buttons with the goal of helping the user 
successfully use the communication board. Refer to the Button Keys section in this chapter for more 
information on this feature. 


These transparent buttons have Button 
Keys assignments and have been 
removed from the scan sequence. 


ey, 


Sends the Removes the Prints the 


scan to the last picture contents of 
subjects sent to the the Message 
group. Message Display. 
Key: “x” Display. Key: “p” 
Key: r “r Id 


You can assign any keyboard 
key you like to a button. 
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Access Methods for Touchscreen Users 


When using the program with a touchscreen, you will use either the Direct Touch or Direct Pointer access 
method. Each access method can be configured to support a user’s specific physical needs. 


Direct Touch Access x| Direct Pointer Access xj 


This access method is designed for touch screen users and requires them to point to buttons by touching the screen. This access method requires the user to point directly to buttons using a pointing device such as a mouse, 


headpointer, joystick or trackball. Buttons are hightlighted as the user points to them. 


Giesen esha ee terai Choose one of the methods below to activate a highlighted button: 
@ Activate After Releasing Finger 


C Automatically Activate Button After [3] Seconds 
Click OK to use this access method, or click Cancel and choose a different method. Mouse Click 
C Key Click [Enter 
Cancel @ Automatically Activate Button After 1 Seconds 
iS Click OK to use this access method, or click Cancel and choose a different method. 
Conc 


Direct Touch 


This access method supports users who rest or drag their hand on the touchscreen when making a button 
selection. Button selection can be triggered by either the user breaking contact with the screen or 
automatically, by dwelling on a button for a set period of time. 


Direct Pointer 


This access method supports users who can touch and remove their hand from the touchscreen. Button 


selection can be triggered by either the user making contact with the screen or automatically, by dwelling on 
a button for a set period of time. 


Access Method Toggling 


If the user is prone to fatigue due to direct selection on a touchscreen, you can provide them with a button to 
change their method of access (perhaps to some type of scanning). The button action Access Method 
(Settings tab) allows you to set and configure an alternate access method for the user. This button may also 


be helpful if the user needs to access a more complicated board, such as an onscreen keyboard, which may 
be difficult for them to access via direct selection. 


Starting Pointer Position 

xi 
Use this feature to set the starting location for the pointer when _teacivhewratoudshageczare n ar ltvaloe dosol 
the program starts and after a board change. You will want to 


set the starting pointer position to a location on your boards toad chaye iteppeasuncetteponigt a Sonate dara 
where no buttons are located. This feature corrects the problem 

where a button could automatically highlight or select because Ep ee ee 
the pointer happens to appear on top of the button after a board À 

change. Choose Dynamic Boards > Access Method > o £ G : 
Starting Pointer Position. c c c 


Carcel 
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Design Aspects for Touchscreen Users 


Board Layout 


Listed below are some suggestions to keep in mind when creating boards for a touchscreen user. 


Large buttons (2” sq.) 


a ee - 
make easy selection se Parla hot dog hamburger salad 
targets. =k a) & W 
Spacing between the apple orange chocolate milk cookies candy 
buttons eliminates Y @, AF Ge Ne ad 
a 
vt 


unintentional selections. 
e Make the buttons large enough so that the user can hit the button and maintain steady contact within 
the button’s border. 


Large navigation buttons 
(1” sq.) are easy to select 
in the corners. 


e A user with targeting problems may benefit from some degree of spacing between the buttons to act as 
a buffer against inadvertent button selections. 


e Arrange the buttons on the boards to accommodate any limitations in a user’s range of motion, e.g., if 
a user has trouble moving his/her hand up and down, arrange the buttons horizontally in a line. 


e Make the most frequently used buttons the easiest for the user to reach and access. 


Note: You can record the frequency of button use by choosing Dynamic Boards > Usage Counts and 
setting up the options in the dialog that appears. 


e Try not to place small buttons in the corners of your boards. The corners of a touchscreen tend to be the 
least accurate in registering the correct position of a touch. 
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Designing Boards on a Touchscreen 


The program has a variety of features that enable you to edit and create boards on touchscreen computers 
that do not have a standard built-in keyboard or mouse. 


Touchscreen users can turn on the onscreen 
keyboard for use in the program's Design mode. 


Add a button like this to 
place the program in the 
Design mode. 

Action: Design Mode 
(Settings category) 


Onscreen Keyboard 


Choosing View > Use OnScreen Keyboard lets you enter text and numbers with an onscreen keyboard 
when you are working in the Design mode. 


Design Mode Toggle Button 


The menu bar can be difficult to access with a finger. You may want to place a button assigned the Design 
Mode action (Settings category) on at least one of your user’s boards to allow you to switch into the Design 
mode. In the event you don’t have access to a Design mode button, you can triple-tap the very upper left 
corner of the screen in order to enter the Design mode. 


Pointer Tool Shift Lock 


When the on-screen keyboard is in use, double-tap on the Pointer Tool to activate the shift lock. This feature 
allows you to make multiple selections as if you were holding down the Shift key on the keyboard while 
clicking on various items to be selected. Double-tapping on the Pointer Tool again will turn off the shift 
lock. 
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On-Screen Keyboard 


The application includes an on-screen keyboard that 


will allow you to type text on computers that have a View Text Dynamic Buttons Dynamic 
touchscreen, but no keyboard. ‘Double Size Ctrl+4 
Actual Size Ctrl+1 
; Half Si Ctrl+2 
Choose View > Use On-screen Keyboard to turn | aen j 
; v Fit To Window Ctrl+3 
this feature on.. Other. ..(80%) 


v Snap To Grid 
Send To Back 


Show > 


Use On-Screen Keyboar 


Working with Head-Tracking Device Users 


Head-tracking input devices allow users to manipulate the cursor on the computer screen by simply moving 
their head. Head-tracking devices behave like a mouse or trackball except the user is not in physical contact 
with the computer. A timed dwell select access method and a special button action are provided to support 
this type of user access. 


Access Method 


Since these devices emulate a standard mouse, you will use the Direct Touch access method. Typically, the 
Automatically Activate Button After option (dwell selection) should be used with an appropriate dwell 
time. The problem with using dwell selection is that it is always on, so the user has to make a conscious 
effort to keep the pointer off of any buttons to avoid making unwanted selections. The Rest Toggle button 
action (Settings tab) is provided to address this problem. By selecting a rest toggle button, the user can 
temporarily disable the dwell selection for all buttons on the board except the rest toggle button. This allows 
the user to freely move his/her head until ready to communicate, in which case he/she would dwell on the 
Rest Toggle button again to re-enable the dwell selection. 


Direct Touch Access xi 


This access method is designed for touch screen users and requires them to point to buttons by touching the screen. 


doughnut grapefruit 


Choose how you wish to activate the touched button: 
C Activate After Releasing Finger 
@ Automatically Activate Button After E Seconds 


ClicROK tose this access method, or click Cancel and choose a different method. 


Add a button like this to toggle on and off 
the dwell selection. 


Action: Rest Toggle (Settings tab) 


Most head tracking device users will use 
a dwell select as their selection option. 
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Design Aspects for Users with Low Vision 


The program provides features which will help support users with low vision. The suggestions in this section 
may be applied to any user’s boards to provide additional selection prompts. 


e 
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If you need to use large buttons and are having a difficult time fitting all the necessary buttons on a 
board, move some of the buttons onto PopUp boards to simplify the original board’s appearance. 


Turn on the Enlarge option in the Highlight Buttons dialog. You can open this dialog by choosing 
Dynamic Boards > Highlight Buttons. You can also specify the magnification level. 


The Enlarge 
option will double 
the size of the 

button under the 
pointer. 


sad 


The Invert option 
will reverse the 
symbol’s colors. 
This is best used 
with black and 
white symbols. 


Some users may have an easier time seeing white symbol outlines that appear on a black button 
background. Try using Invert or one of the other highlighting options in the Highlight Buttons dialog. 


Users with severe visual needs should make use of the audible cue features. By using audible cues, a 
user may not even need to see the screen in order to access the program. 
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Button Keys 


Through the use of Button Keys, buttons on your boards can be selected by pressing specific keys on the 
keyboard. This feature might be used to provide access through an IntelliKeys keyboard, as a quick method 
for a typer to access frequently used buttons, or to provide an aide access to buttons needed to assist the user. 


Any button on a board can be assigned a selection key. The same key should not be assigned to multiple 
buttons. Once a key is assigned to a button, that key will no longer perform its normal function while that 
board is in use, i.e. if the “k” key is assigned to a button, the “k” key can’t be used to type a “k” into a display 
on that board. A Button Key Toggle can be used to turn on and off the Button Keys feature. 


Assigned | | Assigned || Assigned 
Sends Sends to “F1” to “F2” to “F3” 


an “F1” an “F2” 


Using Button Keys 
to access the 
program using an 
IntelliKeys keyboard. 


Sends ; : 
an “F4” an “F5” an “F6” Ao Assigned 


Dynamic Boards | Help 


Assigning a Button Key v Design Ctrl+D The “F1” key will 

1 , S gi be set to select 
Select the button that you want to assign a RES , this button. 
Button Key to. Voice... 


Speaker Volume... 
Keyboard Response... 
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Select Button Keys in the Dynamic Boards 

menu. s ‘ 
Press the key that you wish to assign to t 
want to remove an assigned key. 


Key 1 


2 Note: To turn on and off the Button Keys 
must de-select all buttons before selectin 


Press the F1 key on the keyboard. Click on Press the desired key. 
the OK button when finished. 


The F1 key is now set to select the 
“breakfast” button regardless of the user’s 
3 method of access. 


IV Use Button Keys 


Button Keys allows you tf Ativate Buttons by pressing keys on the keyboard. 


IV Use Button Keys Toggle F2 
The Button Keys Toggle allows you to turn Button Keys on and off using the above 


key. 


Remove All | 


Clears all Button Keys assignments on this board. 


Turning On and Off Button Keys 


A different Button Keys window will appear if no buttons on the board are selected when Button 
Keys is selected in the Dynamic Boards menu. In this case, the Button Keys settings window will 


appear. 


Enable or disable 


the Button Keys u You can change the 


feature. TV Use Button Keys default Use Button 


Button Keys allows you to activate Buttons by pressing keys on the keyboard. 


Keys Toggle if 
necessary. 


Enable or disable IV Use Button Keys Toggle F2 


the Us e Button We Button Keys Toggle allows you to turn Button Keys on and off using the above 
Keys Toggle key. 
Remove All | 
C lic. kh ere to Clears all Button Keys assignments on this board. 
remove all Button 
Keys assignments Cancel | 
on the current Note: To assign a key to a button, select the button before selecting Button Keys 


from the menu. 


board. 


266 


| Boardmaker Software Family v6 User’s Guide 


Additional Program Features that Assist User Access 


Button Selection and Keyboard Response 


Users who are unsteady or are prone to making unwanted button selections will benefit from the options 
within within the Button Selection and Keyboard Response dialogs which can be opened from the 
Dynamic Boards menu.. These options allow you to fine-tune when the program will accept or ignore 
switch hits, keystrokes, or other forms of input made by the user to minimize unwanted button selections. 


Please refer to the appropriate section in Chapter 22 - Access Methods and Custom Scanning. 


Using Audible Cues 


All the buttons and groups on a user’s board can be configured to provide an audible cue about their message 
or function. The audible cues can be either spoken (synthesized) or recorded. Audible cueing is extremely 
helpful for users who have visual difficulties or simply need the reinforcement of a spoken cue to assist them 
in making button selections. 


Your audible cues should be short so they don’t needlessly delay the user in scanning through the button 
choices. 


If you want to use a set of boards that utilize audible cues with a user who does not need them, you can 
turn off the cues by muting Preview Sounds in the Speaker Volume settings. Refer to Chapter 19 - 
Other Useful Program Featuress. 


You may want to use a different synthesized voice for the spoken cues and for the final spoken 
messages. This will help the user and the communication partner distinguish between the two. Refer to 
Chapter 19 - Other Useful Program Features. 


You can set the volume for the audible cues to be softer than that of the final communication messages. 
The cues can even be set to play through an earpiece or pillow speaker so only the user can hear them. 
Refer to Chapter 19 - Other Useful Program Features. 


Audible Feedback 


The program provides audible feedback sounds for button activation and button scanning. Audible feedback 
sounds assist the user in tracking the scan and reassuring them that they were successful in selecting a 
button. 


You can change the volume of the audible feedback sounds or mute them entirely if necessary. Refer to 
Chapter 19 - Other Useful Program Features. 


The audible feedback sounds can be changed, if desired. Rename the new wave sound files as SDP 
Button Scan.wav and SDP Button Click.way, and replace the original sound files in the SDP 
Externals folder. Be sure to keep the sounds very short in duration or they will slow down the button 
selection process. 
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Disabling Buttons Using the Sequence Tool 


You can use the Sequence Tool to exclude certain buttons from the scan sequence which also makes them 
unselectable to a direct selector. This allows you to tailor an activity by making only a specific topic or 
vocabulary buttons on a board selectable by the user. You can also do this to limit the boards a user has 
access to during class time by removing certain buttons from the scanning sequence on their main board. 


Launching Applications 


You can launch other applications, documents, or files from the program by linking the program or file to a 
button. You can create a launcher button by using the Launch Application action (Cool Stuff category) and 
selecting the appropriate shortcut. 


Note: You must first make a shortcut to the program or file and place it in the SDP Externals folder. Refer 
to Chapter 16 - Other Useful Program Features. 


| Boardmaker with SD Pro 


a Move your program shortcuts 
jan | SDP Externals - into the SDP Externals folder. 


ion eal Shortcut to My Program 


Bookmarks 


Users can bookmark a board they may need to return later. Selecting a button assigned the Set Bookmark 
action (Change Board category) places the bookmark on the current board. Selecting a button assigned the 
Return to Bookmark action (Change Board category) opens the bookmarked board. There is only one 
bookmark, so each time you place the bookmark on a new board you will lose the link to the previously 
bookmarked board. 


Speaker Volume 


This option, found under the Dynamic Boards menu, allows you to change the volume of the Normal 
Sounds (spoken messages or recorded messages), Preview Sounds (audible cues), Button Click Sounds 
(activation), and Button Scan Sounds (movement). There are also controls for configuring how various 
sounds will be played through the computer’s speakers or through headphones or amplified speakers 
plugged into the computer’s speaker jack. 


If you want to play audible cues through headphones or a pillow speaker so only the user can hear them, you 
will use this window to specify what sounds will be heard where. The Separation of Sounds option you 
choose will depend on the type of computer you are using. Refer to Chapter 16 - Other Useful Program 
Features. 


Setting Up SDP for Multiple Users on the Same Computer 


If you are using SDP on a single computer to support multiple users, you will typically have a separate folder 
of boards for each user. In each user’s folder of boards you can create a custom preference file, message files 
folder, or dictionaries folder to preserve that user’s individual program settings. Starting the program by 
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double-clicking on one of the user’s boards, or a shortcut to a board, will make the program use the 
preference or dictionaries files that located in that user’s folder. 


To create a custom SDP preference file for a user: 


Make a copy of the PrefsSDP file which is typically located in your My Documents folder. (If you can not 
find the file there, locate the My Boards folder used by SDP and the PrefsSDP will be saved in the same 
location.) This file contains all of the user’s specific program settings. Paste the copy of the PrefsSDP file 
into your user’s folders of boards. 


To create a custom SDP Message Files folder for a user: 


Make a copy of the SDP Message Files folder which is typically located in the Program Files/Boardmaker 
with SD Pro folder. Any documents saved by the user will be saved into this folder. Paste the copy of the 
SDP Message Files folder into your user’s folders of boards. 


Note: You must start SDP by double-clicking on one of the boards in the user’s folder to make the program 
use the PrefsSDP file, or SDP Message Files folder contained in that folder. Once the program is 


running, any setting or dictionary changes you make in SDP will be save to the files in that user’s 
folder. 


269 


Chapter 23 - Designing Boards for Alternate Access Methods 


270 


| Boardmaker Software Family v6 User’s Guide 


Appendix A 


Keyboard Shortcuts 


Most of the keyboard shortcuts and key modifiers listed below are also listed in the application’s various 
menus next to their respective commands. 


Draw Window 
Ctrl+D 

or ESC 

Ctrl+ U 
Ctrl+N 
Ctrl+ O 

Ctrl +S 

Ctrl + P 
Ctrl+Q 

Ctrl + Z 


Ctrl+ A 
Ctrl+ X 
Ctrl+C 
Ctrl + V 
Ctrl + G 


Ctrl +R 


Backspace or 
Delete 


Ctrl + 1 
Ctrl +2 


Ctrl +3 

Ctrl + 4 

Ctrl+ B 

Ctrl + F1 
Ctrl + F2 
Ctrl + F3 
Ctrl + F4 
Ctrl + F5 
Ctrl + F7 
Ctrl + > 
Ctrl + < 
Ctrl + F6 


Enter the Design Mode 


Enter the Use Mode 
New board 

Open a board 

Save a board 

Print a board 

Quits the application 
Undo (negates the results of 
your last action) 

Select all 

Cut the selection 

Copy the selection 
Paste from the clipboard 


Create a scanning group 
around the selected buttons 


Show rulers 
Delete the selection 


Actual size window view 
Half size window view 


Reduce to fit view 

Double size window view 
Open Symbol Finder 
Select Pointer Tool 

Select Button Sprayer Tool 
Select Button Tool 

Select Line Tool 

Select Text Tool 

Select Freeform Tool 
Open next board in folder 
Open previous board in folder 
View the next open board 


With Text Selected 


Ctrl + ep 
Ctrl + 6699 
Tab 


Increase the font size 
Decrease the font size 
Select all Text 


With Symbolate Text Selected 


Ctrl + “+” 
Ctrl + 6699 


Symbol Finder 
Ctrl + T 
Ctrl+ L 

= 

& 

Ctrl + H 

Ctrl +1 


Ctrl + (2 - 9) 
Ctrl+ Shift + C 


Ctrl + Shift+F11 
Ctrl + Shift+F12 


Pasting Images 
Ctrl + paste 
Shift + paste 
Alt + paste 


Shuffle Buttons 


Ctrl + Shuffle 


Swap Buttons 
Alt + drag 


Increase the symbol size 
Decrease the symbol size 


Display thumbnail view 
Select categories 

Next image in search 
Previous image in search 
Change Line 1 to “Hidden” 
Change Line 1 to “English” 


Change Line 1 to 
corresponding language 
Copy current symbol as a 
bitmap instead of a metafile 


Show MJ Special dialog 


Show MJ Special (extended) 
dialog 


Size for a 2” x 2” button 
Use native resolution 
Suppress the label 


Make sure every button 
changes place 


Swap buttons 
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Resizing Buttons 
Ctrl + resize 
Shift + resize 
Ctrl + AltOpt 


+ resize 


Sym 
Esc 


bolate 


- typing 
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166 99 


Resize contents 

Maintain the aspect ratio 
Resize contents (excluding 
text) 


Open Symbolate Candidates 
dialog 

Insert a space without 
creating a new word-symbol 
pair 

Don’t resymbolate the text 
Insert an underscore instead 
of a pseudo-space 


Freeform Button Tool 


Ctrl + click Set a vertex for a polygon 
Shift + select Make the polygon regular 
polygon in 

Corner Tool 


Selection with Pointer Tool 


Shift + click Select the button 

(no items selected) 

Shift + click Select/deselect additional 

(items selected) item/button 

Shift + click Select all stacked items 

(stacked item 

selected) 

Ctrl + drag Select and move button in 
one step 
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Appendix B 
Button Actions 


Button actions are listed by action category. 


Basics 

Speak Message 

Type Message 

Play Recorded Message 
Change Board 

Change Board Back 
Text Preview 

Spoken Preview 
Recorded Preview 
Clear Message Display 
Picture Button 


Message 

Type Message 

Say Message 

Say Selection 

Delete 

Remove Last Message 
Clear Message Display 
Select All 

Cut 

Copy 

Paste 

Print Message 
Capitalize Next 

Caps On 

Caps Off 

Picture Button 

Picture Speech 

Picture Sound 

Expand Abbreviation 


Message Files 

New Message File 
Open Message File 
Save Message File 
Save Message File As 
Delete Message File 
OK 

Cancel 

Next Message File 
Previous Message File 
Message File Name 
Speak File 


Board Change 
Change Board 

Change Board Forward 
Change Board Back 
Return to Last Board 
Set Bookmark 

Return To Bookmark 
Go To PopUp Board 


Text & Cursor 

Move Up 

Move Down 

Scroll Up 

Scroll Down 

Move Left Char 

Move Left Word 
Move Left Sentence 
Move Left Return 
Move Begin 

Move Right Char 
Move Right Word 
Move Right Sentence 
Move Right Return 
Move End 

Select Left Char 
Select Left Word 
Select Left Sentence 
Select Left Return 
Select Left Begin 
Select Right Char 
Select Right Word 
Select Right Sentence 
Select Right Return 
Select Right End 
Retract Left Char 
Retract Left Word 
Retract Left Sentence 
Retract Left Return 
Retract Right Char 
Retract Right Word 
Retract Right Sentence 
Retract Right Return 


Settings 

Normal Volume Up 
Normal Volume Down 
Preview Volume Up 
Preview Volume Down 
Use Loud Settings 

Use Soft Settings 
Access Method 

Design Mode 

Rest Toggle 

Word Prediction Toggle 
“Typing Shortcut Setting 
Reset Stopwatch 

Use Voice 1 

Use Voice 2 

Use Voice 3 

Use Voice 4 

Quit 

Shutdown 


Variables 

Speak Message 

Type Message 

Play Recorded Message 
Assign Variable 
Assign Variable From 
Display 

Adjust Variable 

Speak Variable 

Type Variable 

If 

Else if 

Otherwise 

End if 

Variable To Quick Text 
Comment 


Quick Actions 

Quick Text 

Quick Speak 

Display To Quick Text 
Quick Text To Display 
Variable To Quick Text 
Quick Picture 

Copy To Quick Picture 
Quick Record 

Set Quick Record 
Quick Day 

Quick Date 

Quick Time 

Speak Day/Date/Time/ 
Prediction 

Type Day/Date/Time 


Cool Stuff 

Launch Application 
Play Movie 
Random 

End Random 
Pause Speech 
Cancel Speech 
Set Button Picture 
Set Button Label 
Set Button Properties 
Delay 

Activate Macro 
Speak File 
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Appendix C 
Exporting and Importing Board Packages 


You may want to transfer a collection of Boardmaker boards to someone from one computer to another. In 
previous versions, there was no easy and efficient way to share your boards with others. 


Now individual boards or an entire folder of boards can be “packaged” into a single compressed file that can 
be transferred easily. Once transferred, a package must be imported before the boards are ready for use. 


Exporting a Board Package 


File Edit View Text Dynamic Buttons Dynamic Boards Help 


New Board Ctrl+N, 
Open... Ctri+0 
Choose File > Export. Then choose either Se ee 
Individual Boards to a Package or Folder of aes 
Next Ctr+RA 
Boards to a Package from the submenu. foe cia 
Current Board to a Version 5.3 Board... 
z Pik Gap -Folder of Boards to a Version 5.3 Folder... 
Print Preview 


Print Setup... (Board Size/Ruler{Grid/Gaps) 
Print Board on Single Page... 
Print For BM Activity Pad... 


Application Language... 


Recent Boards > 


Exit Ctr+Q 


Select a board, multiple individual boards or a folder of boards to be packaged as appropriate for the 
export option you selected. 


Click the Open or Choose button when finished. 


Look in: | CQ My Boards J| + © cf EA Select Folder in which to Import Folder "Bear Story": 


K barnanimals 


BearReview 


H-O Desktop 
E ve Favorites 

H-H Local Settings 
B- My Documents 


My Fi cen 
Documents 


Desktop 


S 


My Documents 


7 
05 
My Computer 
E] 


= 
My Network File name: “PopUp-Story.bm2" “BearReview.bm2" "'PopU ¥ 


Places Ly 
Files of type: BM_SDP Files (*.bm2) bal Cancel y 
ZA 


i 


Selecting individual 
boards to package. 


{© Paul's Boards 
{© My Boards 5.3 


Select a 9 My Music 

My Pictures 
folder to Mu tidene 
package. 


Tip: Multiple boards can be selected by holding down the Control (Ctrl) key on your keyboard 
while clicking on the individual boards. 


Note: Any multimedia files (i.e., sounds, videos) associated with the selected boards will 
automatically be included in the board package. 
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Select a location and enter a name for the 
packaged board. By default, the application 
will attempt to save board packages in your 
My Boards folder. 


Click the Save button. 


The board package can now be emailed, 
transferred to a memory stick, transferred over 
a network, archived as a backup, etc. 


aixi 
Savein: [E My Boards J + © ef 


My Recent 
Documents 


E 


Desktop 


Select a location 
and name for the 
board package. 


d 


L 
My Documents 


= 
pe 
My Computer 
=- 


é 
My Network File name: 
Places 


Save as type: [Board Package (“.zbp) ¥ Cancel 


Board Packages — f 
will have a .zbp ee 
ip ¿BP File 


file extension. 


Importing a Board Package 


A compressed board package must be 
imported before the boards it contains can be 
used. 


Choose File > Import > Board Package. 


Note: Board packages can only be imported 
by version 6 and later of the 
application. 


New Board Ctr, — 


Open... CtrH+O — Ifo D 
Close 

Save Ceres 

Save As... 

Save As Template... 

Next Ctr RA 

Previous CtritLA 


: 


Export... 


Print... Ctr Windows Board. .. 
Print Preview Windows Symbol File... 
Print Setup... (Board Size/Ruler/GridjGaps) Mac Boards... 


Print Board on Single Page... 
Print For BM Activity Pad... 


Application Language... 
Recent Boards > 


Ext Ctri+Q 


Select the package file then click the Open 
button. 


Note: Board Packages have a .zbp file 
extension. 


zix 
Look in: [E Desktop zJ egm 


My Recent 
Documents 


E 


Desktop 


we) Fie nsine: [Bear Story Boards z] Open ] 
= 
OLETTE Files of type: Board Package {".zbp) ži Cancel 
Places 


T Open as read-only 
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Select the location where the imported boards 
will be saved. The default location will be the 
My Boards folder, but another location can 
easily be selected. 


Click the the Choose button. The board 
package will be expanded here. 


Choose File > Open to open one of the 
imported boards. 


Note: If you attempt to import a board or a 
folder that has the same name as a 
board or a folder which already exists 
in the selected location, you will be 
asked if you want to overwrite that 
board or folder. 


Select Folder in which to Import Folder “Bear Story": 


H- Desktop a 

1c) ve Favorites 

H- Local Settings 

EG My Documents il 
{© Boardamker Activity Pad 


{ About Me 
{© Paul's Boards 
{© My Boards 5.3 


=) My Music 
(2) My Pictures 
Mw Widens = 
> 
cms | 
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Appendix D 


Exporting Boards to Version 5.3 


Due to the addition of exciting new features in version 6, the file format of the saved boards has changed. 
Although this makes version 6 boards incompatible with version 5 of the application, there is a way to share 
boards created in version 6 with version 5.3 users. If you want to open a board or boards created in version 6 
in version 5.3, you will first have to “export” them using the appropriate Export option in the File menu. 


Note: Version 6 of the application can directly open version 5 boards without needing to use the export/ 
import options. Whenever possible, version 6 will attempt to save boards in the version 5.3 format to 


maintain backward compatibility. 


Boardmaker lets you export a single board or a 
folder of boards. 


To export the currently open board, choose File > 
Export > Current Board to a Version 5.3 Board. 


Note: If you have not yet saved the board, you 
will be prompted to give your board a name 
and select a place to save it. 


To export a folder of boards, choose File > Export > 
Folder of Board to a Version 5.3 Folder. This will 
create a folder with the same name as the target 
folder with "5.3" appended to it. 


Note: The new folder will be placed in the same 
folder as the target folder. 


File Edit View Text Dynamic Buttons Dynamic Boards Help 


New Board Ctri+N 


Open... Ctrl+-0 
Close 

Save Ctri+sS 
Save As... 

Save As Template... 

Next Ctri+RA 
Previous Ctri+LA 
Import... 


Export... > 


Print... Ctrl+P 
Print Preview 

Print Setup... (Board Size/Ruler/Grid/Gaps) 

Print Board on Single Page... 

Print for BM Activity Pad... 


Folder of Boards to a Version 5.3 Folder... 


5.3 Board... 


Individual Boards to a Package... 
Folder of Boards to a Package... 


Individual Boards to a Dynavox Package 


Application Language... 


Recent Boards 


Exit Ctrl+Q 
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The exported board or folder of boards can then be transferred to a computer with version 5.3 
Boardmaker on it, and the board or folder of boards can be opened directly. 


The symbolate button 
is converted to a 
standard button with 
multiple symbols. 


The 
freeform 
button is 
converted 
into a 
standard 
Square 
button. 


ta > he 


Find the dog that 5 


square 


The dashed button border 
is converted into a 
standard solid border. 


Board after export 
with alterations. 


Basic Boardmaker 
board before export. 


Caution: If the exported boards contain features that are not supported in version 5, the export 
function will warn you about the incompatibilities. If you choose to proceed with the 
export process, the incompatible features will either be stripped out or replaced with 
reasonable alternatives. 


Boardmaker version 6 features not supported in version 5.3: 


e Dashed lines e Freeform buttons (replaced with rectangles) 


e Symbolate buttons e Background image anchors 


Boardmaker Plus! and SDP version 6 features not supported in version 5.3: 


e Movable buttons e Advanced variables (embedded, numeric, system) 
e Open board actions e Advanced conditional statements 
e Macros e Nested, not selectable, hidden buttons, and button names 
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Version 6 button actions not supported in version 5.3: 


e Change Board Back 
e Change Board Forward 
e Quick Record 


e Set Button Label 


Set Button Properties 
Reset Stopwatch 
Quick Type 


Quick Picture 


Adjust Variable 
Set Button Picture 
Read with Highlighting 


Activate a Macro 
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Appendix E 


Creating a Template Board 


Template boards are set up to prevent users from saving over them. You can turn any board you create into a 


protected template board. 


All template boards are stored in the Templates 
folder. They can be found in the Boardmaker with 
SD Pro folder (typically in C:\Program Files). 


You can create your own subfolders in the 
Templates folder to help organize your templates. 


C] Program Files 
L 


g Boardmaker with SD Pro 
I 


= Templates 


Once you create a board that you want to keep as a 
template, choose File > Save as Template. 


File Edit View Text DynamicButtons Dynamic Board: 


New Board Ctrl+N 
Open... Ctrl+0 
Close 

Save Ctrl+s 


Save As... 
Save As Template... 


Next Ctrl+RA 
Previous Ctri+LA 
Import... » 
Export... » 
Print... Ctrl+P 


Enter a name for your new template and save it in 
the Template folder of an appropriate subfolder. 


Click the Save button. Your template will now be 
automatically saved and designated as ”read only”. 


When your template board is opened, it will appear 
as an untitled board. This forces the user to give the 
template board a new name every time it is used, 
preserving the original. 


[ave soara as rempiate cr 
Save in: | © Templates x] e @e 


Activity Pad Templates 
EDEM Calendars 
BM Communication Devices 


Interactive Sample Boards 
Interactive Templates 
Version 6 Tutorials 


The Save as Template 
function automatically 


directs your template 
boards here. 


File name: My Template Board] ¥ 


Save as type: BM_SDP Files ("bm2) 


Give your template board a name 
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Appendix F 
Launching a Board at Computer Startup 


Your computer, at startup, can be set to automatically launch a specific the program board. This is especially 
useful on a computer that is dedicated to providing communication for a set user. 


Open the board you want the program to open on aS aS 
startup. Choose Dynamic Boards > Startup Board. v Design Ctrl+D 


Highlight Buttons... 


Startup Board... 
Show > 


Click the Use Current Board button; then click the H 
OK button. Now when you launch the program, it None Selected. 
will automatically open the specified board in the Use 
2 mode. 
NOTE: You can change or remove the startup board Use Curent Board Don't Use Any Board 


any time using the steps above. 
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On the desktop, right-click the the program shortcut and hold the mouse button down. Drag the 
shortcut to Start > Programs > Startup then position the shortcut in the Startup submenu, then 
release the right mouse button. In the contextual menu that appears, select Copy Here. 


Internet 
Mozilla Firefox 
Email 


On 


Be] Microsoft Excel 
© Snagit 7 

% Paint Shop Pro 7 
is Directory Toolkit 
3 Directory Opus 


AllPrograms > 


L) My Documents 

LÒ My Recent Documents 
i) My Pictures 

2 My Music 

EJA My Computer 

E] My network Places 


R Control Panel 


@ Set Program Access and 
Defaults 


x 
{E Printers and Faxes 


O) teo nd support 


yp sac 


|G) SoftByte Labs 

Gi Startup 

IE) Stuffit Deluxe 

(© synergy 

I) System Recovery 

E) Tools 

I) WebEx 

IE) Windows Digital Media Enhancements 
|G) Wise Solutions 

(@ wws 2000 

[A Acrobat Distiler 6.0 

[7 Adobe Acrobat 6.0 Standard 
IÀ; Adobe Acrobat 7.0 Distiller 
xÅ Adobe Reader 7.0 

By calendar 200x 

® Internet Explorer 
Microsoft Excel 

Microsoft FrontPage 
Microsoft PowerPoint 
Microsoft Word 

™ Msn 

(G) Outlook Express 


Logoff [0J tun Off Compute É QuertxPress 5.0 


[Esr | BS BOS | Aro) Dron... Ose. | Boel Raa Eset... | Sea... | DA coa... | P soe... | Gsem...| |B sna... |_| controtpanel » 


Ld 
= Acrobat Assistant l 


Copy Here 


Create SholGut(s) Here 


xÅ Adobe Reader Sp! 
© arx 

Æ Install Pending Fih 
Af Microsoft Office 
@ QuiKeys Engine 
BB picmas2 

G HP LaserJet 3100 Status 
Ô Cisco Systems VPN Client 
> Logitech SetPoint 

Gà Norton GoBack 


Cancel 


Your computer is now set to automatically launch the the program board you set with the program in 


the Use mode. 
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Appendix G 
Advanced Board Construction Tips 


The following tips are provided to help experienced the program users save time when constructing boards. 
Spraying Already Programmed Buttons 


If you need to create several buttons that all perform the same set of actions but differ only in their content, it 
can be faster to create one button and assign it the necessary actions first, then use the Button Sprayer Tool 
to create a grid of copies. Now, all you need to do is edit the content of each button since the necessary 
actions are already assigned to each copied button. Refer to Quick “Use Button Text” Boards to see the basic 
steps of this approach to board building. 


Modifying an Existing Board and Saving it with a New Name 


If you like the way a particular board looks or functions, you can make a copy of the board and customize its 
content to meet your specific needs. To quickly make a copy of a board, use the Save As command in the 
File menu to save a copy of the board under a new name. You can then freely change the content of this 
newly-named copy without affecting the original board. 


Copying and Pasting Buttons Between Boards 


The program will allow you to open and view numerous boards simultaneously. This makes it very easy for 
you to copy and paste already-programmed buttons from one board to another. 


Tip: If you want to use an existing set of boards with a new individual, but need to reduce the number of 
topic choices on the main board, you can cut the unwanted buttons from the board and paste them 
onto a new board for storage. The topic buttons on the storage board can then be added back to the 
main board as the user is able to handle more vocabulary. 


Right-click Feature 


Right-clicking over a button, a symbol, text, the Message Display, the Preview Display, or the background 
will provide an additional menu for editing the selected item. 


Using the Placement Cursor 


Use the Placement Cursor to click and drag out a marquee box that is the desired size and in the correct 
position. The pasted symbol will be scaled to fill that marquee box. 


Note: This feature is best used when you are not working wih only the symbol and not the symbol text and 


symbol. Use the Tab key and delete the text in the Alternate Symbol Names field or set the Line 1 
Language to Hidden. 
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Appendix H 
Application Language 


The menus, messages, dialogs, and supporting files and folders in the program can be displayed in a variety 
of languages. The program retrieves all its text from special language resource files. You can set the program 
to use any currently available language resource file to translate the program’s text. 


NOTE: If you are using Windows NT, 2000, XP, or Vista you must have administrator privileges to 
change the application language. Consult your network administrator. 


From the File menu select Application Language. The dialog box shown below will appear. 


Choose a new Application Language x| 


Choosing a new language for the application determines which language this 
application will display in the Menus, Messages, and Dialogs. 


II! CAUTION Hl 
This command should be used with caution because the program may become difficult or impossible to : ; 
use if the program restarts in a language you don't understand. CI ick her a to view the 
1 , i ; list of available lan- 
Note that the change will not occur until you Exit and restart the program. 


guages. Highlight 
your selection. 


Click here to select the new language -->> Click here to set the 


Cancel | Accept Language Change program to start up 


X on the new language. 


Click on the pop-down menu to view the list of languages currently available. Highlight the language 
that you want to use. 


NOTE: Additional language resource files may be available in the future. Contact Mayer-Johnson, Inc. 
for information on available languages. 


Click on the Accept Language Change button. The program is now set to start up using the language 
you selected. 


2 Quit and restart the program to apply the language change. 


NOTE: Because changing the application language also renames some of the supporting files and 
folders, it is strongly recommended that you quit and restart the program immediately. 
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A deleting 150 separate folders for 133 

Abbreviation expansion 223, 231 editing 149 setting default size 20, 118 
Access methods 237 rearranging 150 setting the size 20, 118 

alternate 253 Assigning categories toa symbol 49 storage 133,287 

Arrow Keys 238, 254 Audible cueing 171, 208, 210, 235, template 283 

Auto Scan 238, 254 267 typing 224 

Button Selection Options 239 Auto Scan 238, 254 viewing multiple (Tile) 23 

Direct Pointer 238, 260 Bookmarks 268 

Direct Touch 238, 260, 263 B Borders 

Extra Switches 256 Background color 3-D shadow 31 

Inverse Scan 238, 254 board 28 hidden 29 

Keyboard Response 241 button 28 thickness 28 

Loops 255 Basic button actions 137, 273 Button actions 

scanning 254 Bitmap format 93, 104, 124 basic 137 

Starting Pointer Position 260 Board change action category 137,273 complete listing 273 

Step Scan 238, 254 Board Change Indicator 90, 158 variables 218 

toggle 260 Board dimensions 18 Button Actions dialog 136 

touchscreen users 260 Board Magnification Indicator 3 Button actions window 136 
Accessibility Options 241 Board size 20, 122 Button gap spacing 26 
Action categories 137, 273 Board title bar 214 Button Keys 228, 259, 265 

Basics 137, 273 Board Workspace 3 Button Keys toggle 228 

Board Change 137, 273 Boardmaker’s Symbol Finder at a Button numbers 215 

Glance 4 


Button Selection Options 239 
Button Sprayer Tool 3, 26 
Button Tool 3 

Button types 


Cool Stuff 137, 273 
Message 137, 273 Boards 


Message Files 137, 273 oe ee 
Settings 137, 273 advanced construction tips 287 


Text & Cursor 137, 273 assigning basic actions 135 changing 184 
Variables 137, 273 


Action Details 136 
Action list 215 default storage 133 


Action Menu 137 
dimensions 122 


Actions changing types 184 
filling with symbols 48 


background color 28 Buttons 


creating a template 283 assign actions 136 
basic actions 138 
design considerations 130 Button Keys 265 


Movable-Destination button copying and pasting between 


pair 179 gap spacing 26 boards 287 
AdaptedLearning 8 layout diagrams 131 cursor control 232 
Addendum libraries 107 main 132 design aspects 263 
Aligning text 61 modifying 287 disabling 268 
Alternate access methods 253 multi-page 21 display control 224 
Alternate Symbol Name field 42 multiple, working with 23 edit assigned actions 149 
Alternate symbol names 42 opening 6, 271 highlight options 264 

adding or editing 43 organizing 133 layout 256, 261 
Alternative Symbol Name field 4 orientation 19, 120 link to other boards 151 
Arrow Keys 238, 254 page break lines 22 message file control 233 
Assign Categories button 49, 51 paper size 118 movable 175 
Assigned actions 136 planning content of 131 Movable Button Tool 176 
adding 149 PopUp 187 Movable-Destination pair 179 
sample 5,8 
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numbers 215 

picture 165, 166 

Quick 191 

quick action 191 

Quick Date 202 

Quick Day 202 

Quick Picture 196 

Quick Record 199 

Quick Text 192, 195 
Quick Time 202 
scanning group 246, 271 
scanning group breakout 235 
scanning movable 185 
selecting multiple 188 


setting movable button 
destination 183 


text editing 232 
Usage Counts 216 
Use Button Text option 169 
Word Prediction 225 

Buttons (cells) 
3-D shadows 31 
adding additional symbol to 65 
background color 28 
border color 28 
border thickness 28 
clearing a group of 32 
clearing symbols and text from 32 
combining symbols in 65 
copy new symbol from 104 
creating 25 
creating a gridof 25 
creating a square 25 
dimensions 20 
filling quickly 48 
gap spacing 20 
importing clip art and photos 101 
placing a symbolon 40 
replacing a symbolon 64 
resizing 26, 86, 87 
select all 27 
shape 30 


Cc 


Categories 
adding anew symbol 106 
Categories Button 4 
changing asymbol’s 49 
creating yourown 51 
selecting a search 46 
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Cells. See Buttons 
Change Board 138, 153, 273 
Changing text on multiple buttons 
Clear 32 
Clear Symbols. See also categories 
clearing 68 
Clip art 
importing 101 
Clipboard button 4 
Clone 
Movable button 182 
Color 
board background 28 
border color 29 
button background 28 
changing colors insymbols 98 
transparency 94, 96 


Color palette 28,59, 96 
Color Tool 3, 28, 29, 59, 96 
Cool Stuff action category 273 
Copying symbols 


automatic placement 40 

manual placement 40 

toabutton 40 

to another program 41 

to the Symbol Finder 104 
Corner Tool 3 
Create Popup Board 188 
Creating symbol categories 51 
Cursor control buttons 232 


D 
Default 
board size 20, 122 
for Text Tool 60 
print settings 20, 122 


Default board storage location 133 
Design aspects for scanners 256 


Design aspects for touchscreen 
users 261 


Design Board menu 
Abbreviations 231 
Access Method 238 
Button Keys 266 
Design mode 7 
Greeting 213 
Highlight Buttons 264 
Show Board Change Indicators 
Show Board Titles in Use Mode 
Show Button Numbers 215 


61 


158 
214 


Show Menu Bar in Use Mode 214 
Show Scan Tools 247 
Speaker Volume 208 
Typing Shortcuts 232 
Usage Counts 216 
Use mode 5,140 
Voice 209 
Word Prediction 227 
Design considerations 130 
Design mode 5, 140 
Design Mode toggle button 262 
Destination buttons 
changing type 184 
creating 177 
editing actions 179 
scanning limitations 186 
setting 183 
Direct Pointer 238, 260 
Direct Touch 238, 260, 263 
Display control buttons 224 
Draw Window ata Glance 3 
Drawing onsymbols 95 
limited drawing area 93 
Dynamic Buttons menu 
Create PopUp Board 
Filename 234 
Message Display 160 
Picture 166 
Prediction 226 
Preview Display 147 


188, 189 


Dynamic Help 3 


E 
Edit 
button’s assigned actions 149 
Message File boars 234 
word prediction dictionary 229 


Edit menu 
Clear 32, 68 
Copy 104 
Paste 104 


Select All 27 
Editing asymbol name 59 


Enlarging the Symbol Finder 
window 54 


92, 96 
change thickness of 96 
Extra Switches 256 


Eraser Tool 
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F 

File menu 

Import 103 

Print Board on Single Page 125 

Print Preview 122, 123 

Print Setup 18,21, 121 
Fill All Tool 92, 94, 98 
Fill Tool 92, 94, 97 
Flip Horizontal Tool 92, 99 
Flip Vertical Tool 92, 99 
Fonts 


setting size in Symbol Finder 44 


setting size on symbol 60, 86 
style 60 
type 60 


G 
Gap spacing 26 
Getting Started 129 
Greeting 213 


Grid 
Snap to Grid 25 
spacing 25 


H 


Head tracking device users 263 
design aspects 263 
Help 3 
Highlight Buttons 
264 
264 


264 
enlarge 


invert 


Imported picture transparency 94 


Importing 

clip art 101, 103 

photos 101 

pictures 101 
Inverse Scan 238, 254 
Invert Tool 92, 98 

K 

Keyboard 


on-screen (Design mode) 262 

on-screen (user). See typing boards 
Keyboard (on-screen) 263 
Keyboard Response 241 


L 


Languages 
assigning symbol names 105 
Lines 1 and 2 in symbols 45 
Search Language 45 
Launching a board at startup 285 
Launching applications 204, 268 
Libraries (of symbols) 107 
organization 107 
selecting b&w or color 55 
3, 30 
Lines 1 and 2 Languages 45 
Lines 1 and 2 Sizes 44 
Linking boards 151 
building sequence 152 
main board button link 153 
previous board button link 155 
topic branch 152 
255 


Line Tool 


Loops 


M 
Magnification for Enlarged Window 54 
Mainboard ??—7, 129, 131,132,151, 
153, 156 
Mapping out the boards and links 131 
Marquee/Lasso button 67 
Maximize size of window 24, 54 
Menu Bar 3 
Menu bar (display options) 214 
137, 273 


Message action category 


Message Display 159 

actions 163 

adding 160 

adding simple controls 162 


changing the text and display 
colors 160 


changing the text size 160 

clearing 195 

Remove Last Message 162 

settings 164 

Type Message 161 

Use Button Text 169 

with pictures 165 
Message Display settings 164 

picture size 167 

Uniform Line Spacing 168 
233-234 
233 

137, 


Message File boards 
Message File control buttons 
Message Files action category 


233, 273 


Modify 
existing board 


scanning sequence 


287 
258 


Modifying symbols 


changing symbol colors 97 


combining 67 


drawing on 95 


limited drawing 
resizing 86 


area 93 


Movable Button Tool 176 


Movable buttons 
changing type 
cloning 182 
creating 177 
editing actions 
overview 175 


184 


179 


properties 181 


scanning 185 
scanning limitat 


setting a destina 


ions 186 
tion 183 


snap back 181 


Movable-Destination button pair 


Multiple boards 23 


Multiple user settings 


My Boards folder 


Names (symbol) 
alternate 42 
editing 43 


268 
6, 133 


N 


Naming anew symbol 105 


O 


One-time symbol name change 


On-Screen Keyboa 


Onscreen keyboard (design mode 


in Design mode 


rd 263 


262 


179 


42 


Onscreen keyboard (design mode) 


in Use mode. See Typing boards 


Open 
board 271 
new board 27 
next board 27 
previous board 
saved board 6 
Symbol Finder 


1 
1 
271 


271 


Orientation of paper and boards 


Page break lines 


P 
22 


18 
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Paint toolbar 95 
Paint Tools 


Color 92, 96 
Eraser 92, 96 
Fill 92,97 


Fill All 92,98 
Flip Horizontal 92, 99 
Flip Vertical 92, 99 
Invert 92,98 
Pencil 92,95 
Pointer 92, 95 
Rotate 92,99 
Thickness 92,97 
Paint tools 91 
Paint Tools Palette 92 
Paper orientation 21, 121 
Paper size 21, 120 
Password 213 
Pencil Tool 94, 95 
setting the color of 95 
setting the line thickness of 95 
Photos 
importing 101 
Picture Button 138, 166 
Picture Sound 138 
Picture Speech 138, 166 
suppress 167 


Placement Communication 
Symbols 107 


Placement Cursor 40, 64, 65, 67 
Placing a symbol ina button 40 
Play 

movie 207 

recorded message 138, 142 
Play Movie 207 


Play Recorded Message 138, 140, 
142, 273 


Pointer Tool 3 
PopUp boards 187 
creating 188 
using with a Message Display 190 
Prediction activation keys 228 
Prediction buttons 223, 226, 231 
accessing 228 
adding 226 
Preference file 269 
Preview Display 147 
Previous/Next Arrows 4, 38, 39, 47 
Print Board on Single Page 125 
Print Preview 122, 123 
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Print quality 124 
Print Setup 18,21, 121 
Printer considerations 118 
Printer Setup 18, 121 
Printing 212 
checking the print layout 118 
default settings 20 
on single page 212 
preparing boards for 118 
Print Preview 123 
Print Review 122 
Print Setup 121 
setting the board size 18 
setting the orientation 18 
setting the printer paper size 19 
Private audible cue 210 
Program menu bar 214 
Pronunciation 211 
Properties 
movable button 181 


Q 


Quick action buttons 
overview 191 
Quick buttons 
Quick Date 202 
Quick Day 202 
Quick Picture 196 
Quick Record 199 
Quick Text 192, 195 
Quick Time 202 
typesof 191 
Quick Date buttons 202 
Quick Day buttons 202 
Quick Picture buttons 196 
Quick Record buttons 199 
Quick Text buttons 192, 195 
Quick Time buttons 202 


R 
Random action 206 
RealSpeak 209 
Recorded message 142 


Recorded Preview 138, 145, 210, 
235, 273 


Reduce To Fit view 22,118 
Replace button 64 
Replacing a symbol ona button 64 
Repositioning 

symbols 66 


text fields 58 
Resizing 
aboard’s window 24 
buttons 26, 86 
graphics 86 
symbols 86 
text 44, 60, 86 
Restoring window size 24, 54 
Return to Last Board 152, 273 
Rotate Tool 92, 99 
Ruler 25 
units of measure 25 


S 


Sample boards 
explore 5,8 
Saving a board’s action list 215 
Scan 
movable button limitations 186 
Scan Next Tool 250 
Scan Pause Tool 251 
Scan tools 236 
Scan Next Tool 236, 247, 250 
Scan Pause Tool 247, 251 
Sequence Tool 236, 248, 249 
Scanning 235, 254 
access methods 238 
advanced 255 
audible cues for groups 235 
Button Keys 259 
button layout 257 
Button Selection Options 239 
default sequence 245 
design aspects 256 
Extra Switches 256 
feedback sounds 208 
group breakout buttons 235 
groups 235,257 
Keyboard Response 241 
Loops 255 
modifying the sequence 258 
movable buttons 185 
Scanning groups 246 
Scroll Bars 3 
SDP Externals folder 204 
SDP Messages Files folder 234 
Search Language 45 
Search options 38 
anywhere 38 
beginning of word 38 
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whole word 38 
Searching for symbols 
individually 38 
using categories 39 
using thumbnails 39 
see On-Screen Keyboard 263 
Select All 27 
Select Categories button 46 
Selecting 
b&w or color libraries 54,55 
portion ofasymbol 67 
search category 46 
Send To Back 66 
Sequence Tool 248 


Setting 
board size 18, 120 
font, style, and size 60 
paper size 19, 120 


Symbol Finder font size 44 
Shadow 31 
Shadow Tool 3 
Shortcut 204 
Snap To Grid 25 
Sound 
separation 208 
volume 208 


Speak 

button 139 
Speak Message 138, 139, 140, 173, 
273 


Speaker Volume 208 
Speaker Volumes 210 
138, 144, 173, 235, 


Spoken Preview 


273 
Standard Tool Palette 
Line Tool 30 
Standard toolbar 25 
Button Sprayer Tool 26 
Button Tool 25 
Pointer Tool 59 
Shadow Tool 31 
Text Tool 59 
Starting Pointer Position 260 
Starting pointer position 260 
Starting the program 6 
in the Use mode 6 
Step Scan 238, 254 
Switches 243 
Symbol Finder 


adding asymbolto 41, 101 


alternate name field 42 
ataglance 4 

category search 46 
deleting a symbol 106 
enlarging the window 54 
importing a picture to 101 
language settings 45 

line 1 and 2 font sizes 44 
line 1 and 2 languages 45 
Previous/Next Arrows 38 
Search Language 45 
search options 38 
selecting b&w or color symbols 


55 
Selection Marquee/Lasso 4 
setting the font size 44 
Settings Button 4 
thumbnail view 47 
window 3 
Symbol Finder Tool 54 
Symbol Name Search option 38 
anywhere 38 
beginning of word 38 
whole word 38 
4, 43 
Symbol transparency 94 


Symbol Names button 


Symbols. See also categories 
adding toa button 65 
alternate names 42 

49, 106 


changing colorsin 98 


assigning categories 


clearing a group of 32 
color changes 98 
combining 65 


54, 


conversion to bitmap format 93, 


104, 124 
copying new to Symbol Finder 
creating new 65, 104 
deleting parts of 67 
drawingon 95 
editing name 59 
erasing a portion of 96 
filling selected portions of 97 
flipping 99 
inverting black & white 98 
metafiles 93 
MJ Symbols - Additional 
libraries 107 
MJ Symbols library 107 
modifying 91 


104 


My Symbols folder 107 
naming new 105 
placement in button 40 
replacing color 97 
replacing ona button 64 
repositioning in button 66 
resizing 66, 86 
rotating 99 
selecting 95 
selecting a portion of 67 
selecting multiple 104 
Symbol Folder 107 
transparency color 94 
Synonyms for symbol names 42 


T 
Technical support 2 
Template boards 283 
creating 283 
premade 283 
Use Button Text 170 
Text 
adding or editing alternate names 43 
adding to symbol 59 
alignment 61 
alternate symbol names 42 
changing on multiple buttons 61 
changing the color 59 
editing asymbolname 59 
font size 44, 60, 86 
font style 60 
one-time symbol name change 42 


removing name from alternate 


list 43 
repositioning 86, 95 


Text & Cursor action category 137, 
273 


Text editing control buttons 232 


Text Preview 108, 111, 112, 113, 
115, 138, 147, 148, 173, 273 


Text Tool 3,57 

adding text with 58 

editing symbol name with 59 
Thickness 95 
Thickness Tool 
Thumbnails 47 

Thumbnails Button 4 

using to search for symbols 39 
Tile view 23 
Title Bar 3 


3, 28, 92, 95, 96 
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Title bar (display options) 214 pronunciation 211 
Title Bars 214 selecting and changing 209 
Tools switching from a button 209 

Button 25 volume 208 

Button Tool 26 Volume 208 

Color Tool 28, 29, 59, 92, 95 

Corner Tool 30 W 

Eraser 92 Window 

Fill 92,94, 96, 97 maximizing 24 

Fill All 92, 94, 96, 98 resizing 24 

Flip Horizontal 92, 99 viewing multiple 23 

Flip Veritcal 99 Windows taskbar 41 

Invert 92, 98 Word Prediction 225 

Line 30 adding 226 

Pencil 92, 94 change the settings 227 

Pointer 92,95 learn new words 227, 229 

Rotate 92,99 update usage count 227 

Symbol Finder 104 Word Prediction dictionary 229 

Thickness 28, 92 editing using a word processor 230 
Topic board 188 editing using SDP 229 
Touchscreen users 260 using different 230 
Transparency Color 94 Word Prediction keys 228 
Type Message 138, 159, 161, 163, Word pronunciation 211 
173, 273 


Typing boards 224 
Typing Shortcut Toggle 232 
Typing shortcuts 232 


U 
Usage Counts 216 
Use All Standard Categories button 46 
Use Button Text 169 


actions that can Use Button 
Text 173 


creating template board with 170 
Use mode 5, 140 
Use Prediction Keys button 228 
User categories 51 


V 
Variables 217 
actions listing 273 
View menu 
Reduce To Fit 22 
Send To Back 66 
Snap To Grid 25 


Tile 23 
Visually impaired users. See Low vision 
users 
Voices 209 
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